MESSAGE 519493603727245314
FROM Slimey IN #proposals-ä2 ON 2018-12-04 AT 12:42:06.853:
Everyone must react to a meme post with 👌

MESSAGE 519493604381818880
FROM MEE6 IN #proposals-ä2 ON 2018-12-04 AT 12:42:07.009:
Yay! <@!150535820921667584> is now level 1.

MESSAGE 519537383893630976
FROM Zephnik IN #proposals-ä2 ON 2018-12-04 AT 15:36:04.858:
Are you 100% this is your final proposal?

MESSAGE 519539711589482500
FROM Slimey IN #proposals-ä2 ON 2018-12-04 AT 15:45:19.824:
yes

MESSAGE 519539782456573958
FROM Zephnik IN #proposals-ä2 ON 2018-12-04 AT 15:45:36.72:
Great! Then voting is ready, @everyone

MESSAGE 519539900966633472
FROM Slimey IN #proposals-ä2 ON 2018-12-04 AT 15:46:04.975:
am i able to vote?

MESSAGE 519539931186593792
FROM Zephnik IN #proposals-ä2 ON 2018-12-04 AT 15:46:12.18:
Yes.

MESSAGE 519544929257521165
FROM Hyphen IN #proposals-ä2 ON 2018-12-04 AT 16:06:03.813:
Proposal:
New rule with the following:```By default, all obligations (eg. rules with the formula of "must X") are to be fulfilled within 48 hours of the first moment that the obligation is able to be completed. If a player doesn’t fulfill an obligation compelled by the rules within the time granted for it, their next turn is skipped, other rules about turn order notwithstanding.```

MESSAGE 519544930251571210
FROM MEE6 IN #proposals-ä2 ON 2018-12-04 AT 16:06:04.05:
Yay! <@!453555881574006786> is now level 1.

MESSAGE 519545069460783128
FROM Zephnik IN #proposals-ä2 ON 2018-12-04 AT 16:06:37.24:
Final?

MESSAGE 519545085000417321
FROM Hyphen IN #proposals-ä2 ON 2018-12-04 AT 16:06:40.945:
ye

MESSAGE 519545094425018399
FROM Hyphen IN #proposals-ä2 ON 2018-12-04 AT 16:06:43.192:
yolo

MESSAGE 519815967711166464
FROM Jacekesan IN #proposals-ä2 ON 2018-12-05 AT 10:03:04.416:
hver gang en

MESSAGE 519815968114081792
FROM MEE6 IN #proposals-ä2 ON 2018-12-05 AT 10:03:04.512:
Yay! <@!403473458333220864> is now level 1.

MESSAGE 519816276248363008
FROM Jacekesan IN #proposals-ä2 ON 2018-12-05 AT 10:04:17.977:
psst

MESSAGE 519816673075920906
FROM Jacekesan IN #proposals-ä2 ON 2018-12-05 AT 10:05:52.588:
every 10th rule that is created every player get a charge which can be used to get a trippel vote on a decision

MESSAGE 519819568680534017
FROM Telonius IN #proposals-ä2 ON 2018-12-05 AT 10:17:22.954:
you are only allowed  to vote on either for or against on every furture rule (previosly you could vote on both, but that is dumb)

MESSAGE 519841102413561866
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 11:42:56.996:
I would consider that an edit on rule #2

MESSAGE 519845271140827137
FROM Slimey IN #proposals-ä2 ON 2018-12-05 AT 11:59:30.898:
When someone does a roast they gain 10 points. The roast must contain "gay", and you may counter roast it. if you counter roast you will get 20 point if the "enemy" doesnt counter again. With each counter 10 points get added. You have 24 hours to counter roast.

MESSAGE 519845804698107914
FROM Slimey IN #proposals-ä2 ON 2018-12-05 AT 12:01:38.108:
actually, a new part to the rule: a counter roast must contain +1 syllable than the previous roast.

MESSAGE 519846022575423489
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 12:02:30.054:
syllable

MESSAGE 519846201349111810
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 12:03:12.677:
and does the roast have to make sense and have a correct spelling

MESSAGE 519846209322745871
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 12:03:14.578:
?

MESSAGE 519846281523494912
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 12:03:31.792:
(such as, you can't say "ur" instead of "you're")

MESSAGE 519846361160482838
FROM Slimey IN #proposals-ä2 ON 2018-12-05 AT 12:03:50.779:
it doesnt have to make 100% sense, just enough to be a roast.

MESSAGE 519846462121705482
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 12:04:14.85:
(so you can not say things like "you are dumb gay man pee man door hand hook car door"?)

MESSAGE 519846581311111168
FROM Slimey IN #proposals-ä2 ON 2018-12-05 AT 12:04:43.267:
yeah, must make more sense than that.

MESSAGE 519846606317813761
FROM Zephnik IN #proposals-ä2 ON 2018-12-05 AT 12:04:49.229:
yeah ok

MESSAGE 519846748533948417
FROM Slimey IN #proposals-ä2 ON 2018-12-05 AT 12:05:23.136:
next rule could add somethinig where someone outside of the roast war gotta give a thumbs up or something and qualify the roast or something¨å

MESSAGE 521339070303961130
FROM Zephnik IN #proposals-ä2 ON 2018-12-09 AT 14:55:20.372:
<@403473458333220864>

MESSAGE 521687510171254785
FROM Zephnik IN #proposals-ä2 ON 2018-12-10 AT 13:59:54.91:
<@403473458333220864>

MESSAGE 521959715610165271
FROM Jacekesan IN #proposals-ä2 ON 2018-12-11 AT 08:01:33.744:
add a death penalty/1 week ban if you dont try to get a come back on the roasts

MESSAGE 522068309693169680
FROM Zephnik IN #proposals-ä2 ON 2018-12-11 AT 15:13:04.591:
The roast rule did not pass

MESSAGE 522068458297360386
FROM Zephnik IN #proposals-ä2 ON 2018-12-11 AT 15:13:40.021:
<@403473458333220864>

MESSAGE 522108049071276043
FROM Zephnik IN #proposals-ä2 ON 2018-12-11 AT 17:50:59.197:
<@403473458333220864>'s turn sadly ended without effect because a suitable rule was not proposed on time, so now it is the turn of <@460408346764378122>

MESSAGE 522346020886020106
FROM Telonius IN #proposals-ä2 ON 2018-12-12 AT 09:36:36.099:
you can not vote on your own rule proposal?

MESSAGE 522347005628907520
FROM Telonius IN #proposals-ä2 ON 2018-12-12 AT 09:40:30.88:
You are not able to vote on your own vote, and if you do you lose 10 points

MESSAGE 522347081294413844
FROM Telonius IN #proposals-ä2 ON 2018-12-12 AT 09:40:48.92:
retry

MESSAGE 522347355790376970
FROM Telonius IN #proposals-ä2 ON 2018-12-12 AT 09:41:54.365:
You are not allowed to vote on your own rule proposal, and if you do, you are at risk of being punished with negative 10 points

MESSAGE 523200905911205898
FROM Zephnik IN #proposals-ä2 ON 2018-12-14 AT 18:13:36.572:
Go ahead, <@157917281337212929>

MESSAGE 524674495370493962
FROM Zephnik IN #proposals-ä2 ON 2018-12-18 AT 19:49:07.677:
<@377959315618791434> didn't do shit on their turn, just like <@157917281337212929>. <@150535820921667584>, you're up!

MESSAGE 524682362701742091
FROM Slimey IN #proposals-ä2 ON 2018-12-18 AT 20:20:23.395:
The person whos turn it is must make a proposal within 12 hours. (Note: this is to speed up the game, forcing people to be active and make a proposal on their turn. if not, their turn will be skipped because of rule #5. The turn skip will keep the inactive players away.)

MESSAGE 524682713614254081
FROM Slimey IN #proposals-ä2 ON 2018-12-18 AT 20:21:47.059:
EDIT: 24 hours instead of 12.

MESSAGE 524691037780967454
FROM Zephnik IN #proposals-ä2 ON 2018-12-18 AT 20:54:51.695:
So, you want to edit rule 5?

MESSAGE 524691105598668810
FROM Zephnik IN #proposals-ä2 ON 2018-12-18 AT 20:55:07.864:
Making it so that the number is 24 and not 48?

MESSAGE 524693670495125504
FROM Slimey IN #proposals-ä2 ON 2018-12-18 AT 21:05:19.383:
No

MESSAGE 524693671082196993
FROM MEE6 IN #proposals-ä2 ON 2018-12-18 AT 21:05:19.523:
Yay! <@!150535820921667584> is now level 6.

MESSAGE 524693883196801043
FROM Zephnik IN #proposals-ä2 ON 2018-12-18 AT 21:06:10.095:
No

MESSAGE 526073438368956436
FROM HeuryAlone IN #proposals-ä2 ON 2018-12-22 AT 16:28:01.679:
New Proposal: There are always two turns occuring simultaneously from the next two players (after this proposal passes) found in the turn order in <#518849207696883713>. When one of those turns comes to an end, the next player in <#518849207696883713>  begins their turn.

MESSAGE 527101600234209280
FROM Sonalator IN #proposals-ä2 ON 2018-12-25 AT 12:33:34.57:
Rule 5 Addition: Players who have had their turn skipped due to no compliance with this rule are considered Inactive. Inactive players will be given the "Inactive" role, their proposal turns will be skipped and they do not have access to the <#518833030857752598> channel. (Only players who have access to the <#518833030857752598> channel are allowed to vote, and when they all do, the votes are counted.) Players who comply with this rule are considered "Active", get the according role on Discord, and have access to the rule voting channel.

If a player tagged as "Inactive" sends a message in any channel of this discord server, they are considered active again, but still lose their next chance to propose a new rule/edit a rule.

MESSAGE 527117914093125664
FROM Gurktwerk IN #proposals-ä2 ON 2018-12-25 AT 13:38:24.097:
Whenever a proposal is accepted (adding of a rule, removal of a rule or ammendment of a rule), all the players who voted against the proposal receive 10 points.

MESSAGE 527943992868995092
FROM Slimey IN #proposals-ä2 ON 2018-12-27 AT 20:20:56.625:
The players have the option to start a debate. A debate is a time period of 24 hours where people argument for or against the initial argument. For example: "debate: chem trails make frogs gay". Then people argue for or against it. When the 24 hours are up, people will have new insight to both sides, and thus votes for a side. The winners side will be awarded 50 points to each player who participated, and the losers side will be awarded 20 (for participation). However, to avoid side switching i suggest not creating a poll, but rather messaging a mod with the side the player sided with. I suggest creating a channel for debates. The debates may be about anything. The debate needs 4 or more participants before the 24 hour time period is over, or else voting wont commence. To qualify as a participant you need to atleast come with 1 argument. An argument may be as little as the player simply disagreeing, but the player will need to have some sort of counter argument. For example: "argument: chem trails doesnt make the frogs gay. Whats your sources?" Could be a counter argument. (Holy flip this rule got long and kinds sorta complicated.)

MESSAGE 528170697160261632
FROM Slimey IN #proposals-ä2 ON 2018-12-28 AT 11:21:47.14:
EDIT: There can only be 3 active debates. You may start a debate whenever you want. if you deem a debate "unworthy" simply dont participate, then the debate wont pass and we can then forget it. If you try to start a debate after there are 3 active ones, voting wont commence and this rule doesnt apply, but feel free to debate it anyway.

MESSAGE 528171090715869185
FROM Zephnik IN #proposals-ä2 ON 2018-12-28 AT 11:23:20.971:
Hey hey

MESSAGE 528171109028331521
FROM Zephnik IN #proposals-ä2 ON 2018-12-28 AT 11:23:25.337:
Sorry I'm late

MESSAGE 528171498423189504
FROM Slimey IN #proposals-ä2 ON 2018-12-28 AT 11:24:58.176:
np

MESSAGE 528236409719488515
FROM rosewinsall IN #proposals-ä2 ON 2018-12-28 AT 15:42:54.235:
New Rule: As soon as this proposal passes an election will happen for a leader. All future changes to the rules(i.e rule amendments, rule deletions, or rule additions) are submitted to the leader to accept or deny. Voting on rule changes will thus cease to exist.  There will still be turns for proposals. 

After 4 accepted proposals the leader's term will end. The leader will then  choose their replacement. 

This rule serves to override rule 2 but is a new rule.

MESSAGE 529001077782085633
FROM Diogenes IN #proposals-ä2 ON 2018-12-30 AT 18:21:25.308:
How long do I have to come up with a rule?

MESSAGE 529001296783736847
FROM Zephnik IN #proposals-ä2 ON 2018-12-30 AT 18:22:17.522:
24h

MESSAGE 529001330195300359
FROM Diogenes IN #proposals-ä2 ON 2018-12-30 AT 18:22:25.488:
Ok

MESSAGE 529001335593369610
FROM Diogenes IN #proposals-ä2 ON 2018-12-30 AT 18:22:26.775:
Sick

MESSAGE 529001355197808652
FROM Zephnik IN #proposals-ä2 ON 2018-12-30 AT 18:22:31.449:
If you don't, your turn just ends

MESSAGE 529001551809871907
FROM Diogenes IN #proposals-ä2 ON 2018-12-30 AT 18:23:18.325:
Ok

MESSAGE 529025214160306199
FROM Diogenes IN #proposals-ä2 ON 2018-12-30 AT 19:57:19.869:
New Rule: If someone’s rule does not pass, they will be deducted 40 points.

MESSAGE 529691532911968281
FROM HeuryAlone IN #proposals-ä2 ON 2019-01-01 AT 16:05:02.639:
Rule 11 Ammendment:
As soon as this proposal passes an election will happen for a leader. All future changes to the rules (i.e rule amendments, rule deletions, or rule additions) are submitted to the leader to immediately reject or pass on to voting phase.
After 4 accepted proposals the leader's term will end. The leader will then  choose their replacement.
There is also two roles called Judge. The player with the highest rank (most exp) is one Judge. The player with the most points is one Judge.

MESSAGE 529691673937182720
FROM HeuryAlone IN #proposals-ä2 ON 2019-01-01 AT 16:05:36.262:
Im open to proof reading before I vote on this proposal

MESSAGE 530072322732851203
FROM Telonius IN #proposals-ä2 ON 2019-01-02 AT 17:18:10.007:
If you get negative 100 points or lower you are eliminated from the game, this means you can not participate in voting or proposing rules but you are able to observe and a future rule might be able to resurrect you

MESSAGE 530445146001768449
FROM Sonalator IN #proposals-ä2 ON 2019-01-03 AT 17:59:38.001:
New Rule: After the leader has chosen to pass a rule, but before it is to be voted by all the Active players, the Judges get to vote "Yay" or "Nay" in the passed rule. To vote for a "Nay" they have to consume a "Nay" charge. The judge vote is secret, and is submitted to a Moderator. If they both vote "Nay", the current leader's term immediately ends, the change to the rules is not implemented, an election happens for a new leader, and the leader who lost his position loses 200 points. 
A player cannot be both a leader and a judge. A Leader is not taken into account for Judge Leaderboards. If a player qualifies for both judge positions he may choose which of the two they will occupy, and the person next in line in the position he has not occupied will be the second judge.
Whenever a person gets appointed as a Judge for the first time, they get a "Nay" charge. Whenever a Leader's term ends, but not due to Judges' "Nay" vote, each judge gains a "Nay" charge.
An election for a new leader is automatically triggered and the current leader is automatically ousted if the current leader does not fulfill their duties within 24 hours and is marked as Inactive (just if marked as inactive under Rule #5) A judge can also lose his position if he fails to vote within 24 hours, and is marked as inactive (just as if marked as inactive due to Rule #5). In such a case, the Judge is considered to have voted "Yay" for his voting purposes.

MESSAGE 530461649036115969
FROM Sonalator IN #proposals-ä2 ON 2019-01-03 AT 19:05:12.631:
Edit: specified the specific timing judge vote triggers.

MESSAGE 531435338766352404
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-06 AT 11:34:18.353:
What I am about to propose does not fit into one message, so I will have to partition it. The proposal is still one giant proposal however. Here goes:
-------------------------------------------------------------------------------

MESSAGE 531435505984864256
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-06 AT 11:34:58.221:
1 § On The Constitution

This rule is not referred to by a number, but is instead called "The Constitution".

Proposals to change, add or remove anything from The Constitution cannot be denied by the Leader or the Judges and can only be passed if at least 75% of the votes are in favour of the proposal.

If The Constitution is in conflict with another rule, The Constitution takes precedence. 


2 § On Proposals and Turn Order

Players take turns adding a proposal to the game. A proposal can be changing an existing rule, deleting an existing rule, or making a completely new rule. You may only make 1 proposal on your turn.

There are always two turns occuring simultaneously. When one of the turns comes to an end, the next player in <#518849207696883713> begins their turn.

The player(s) whose turn it is can be found in <#518849207696883713>. The player whose turn it is must make a proposal within 24 hours.

MESSAGE 531435581989715978
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-06 AT 11:35:16.342:
3 § On Voting

After a proposal has been made in <#518832996057481226>, the proposal is submitted to the leader to immediately reject or pass on to voting phase. If the proposal is rejected, the turn of the <@&519169340218540066> player that proposed the proposal ends. 

If it is passed onto voting by the leader, the judges get to vote "Yay" or "Nay". To vote "Nay" they have to consume a "Nay" charge. Whenever a person gets appointed as a Judge for the first time, they get a "Nay" charge. Whenever a Leader's term ends, but not due to Judges' "Nay" vote, each judge gains a "Nay" charge. The judge vote is secret, and is submitted to a Moderator. If they both vote "Nay", the current leader's term immediately ends, the change to the rules is not implemented, an election happens for a new leader, and the leader who lost his position loses 200 points.

If both of the judges did not vote "Nay", the proposal is then added to <#518833030857752598> by a <@&518868460537774082>. If there are more votes for than against a rule after 24 hours of being in <#518833030857752598>, that rule is instantly put into effect in <#518832917795962881>.

If it does not get more votes for than against, the turn of the <@&519169340218540066> player that proposed the proposal ends. 

A player is only allowed to vote for or against on all rules, and only get 1 vote per rule except if else is specified.

MESSAGE 531435709010280449
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-06 AT 11:35:46.626:
4 § On The Leader and The Judges

A player has the position of Leader. All future changes to the rules (i.e rule amendments, rule deletions, or rule additions) are submitted to the leader to immediately reject or pass on to voting phase. After 4 accepted proposals the leader's term will end. The leader will then  choose their replacement.

There are also two Judges. The player with the highest rank (most exp) is one Judge. The player with the most points is one Judge. The Leader cannot be a Judge. A Leader is not taken into account for Judge Leaderboards. If a player qualifies for both judge positions he may choose which of the two they will occupy, and the person next in line in the position he has not occupied will be the second judge. 

An election for a new Leader is automatically triggered and the current leader is automatically ousted if the current Leader does not fulfill their duties within 24 hours and is then marked as Inactive (see 5 §). A Judge can also lose his position if he fails to vote within 24 hours, and is then marked as Inactive (see 5 §). In such a case, the Judge is considered to have voted "Yay" for voting purposes.

MESSAGE 531435761078108161
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-06 AT 11:35:59.04:
5 § On Time Limits and Inactive Players

A player has 24 hours to complete all mandated actions counting from the moment the obligation is first is able to be completed unless stated otherwise. 

If a player doesn’t fulfill an obligation compelled by the rules within the time granted for it, they are considered Inactive. Inactive players will be given the "Inactive" role, their proposal turns will be skipped and they do not have access to the <#518833030857752598> channel. Players who comply with this rule are considered Active. If a player tagged as "Inactive" sends a message in any channel of this discord server, they are considered active again, and are added in last place in <#518849207696883713>.


6 § On Points

The first player to reach 1000 points wins the game. A player winning does not end the game.


7 § Transitional Arrangements

The Constitution completely replaces Rule 1, Rule 2, Rule 3, Rule 5, Rule 8 and Rule 13.

MESSAGE 531436597732966401
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-06 AT 11:39:18.514:
Here is the whole proposal in a document (perhaps easier to read): https://docs.google.com/document/d/1hsz77cqJN34l0frLNrRQx2xtVejYwaYLZNlJjskPRG4/edit?usp=sharing

MESSAGE 531436701663625216
FROM Zephnik IN #proposals-ä2 ON 2019-01-06 AT 11:39:43.293:
wow

MESSAGE 532342652880945152
FROM rosewinsall IN #proposals-ä2 ON 2019-01-08 AT 23:39:38.895:
New rule: If a player has 100 points or more they have the option of attempting to bribe another player to vote the same as the bribing player on a rule vote. If the potential bribed player accepts the bribe they will gain 100 points and the briber will lose 100 points.

MESSAGE 532453128189116416
FROM Slimey IN #proposals-ä2 ON 2019-01-09 AT 06:58:38.261:
New rule: Levels are reset each week so that everyone has a shot at being judge by simply being active. The person with the highest level when levels are reset will become the next judge

MESSAGE 533291225046843393
FROM Diogenes IN #proposals-ä2 ON 2019-01-11 AT 14:28:56.123:
New Rule: The first player to hit 500 points gets -100 points. This only happens once.

MESSAGE 533317761536098307
FROM HeuryAlone IN #proposals-ä2 ON 2019-01-11 AT 16:14:22.915:
Proposal: You may at any time spend 50 points (gain -50 points) to buy a balloon.

MESSAGE 534070427983806464
FROM Jacekesan IN #proposals-ä2 ON 2019-01-13 AT 18:05:12.58:
New Rule: a ballon can be used to stop up to three different player's from voting three times and after its last use it is destroyed.  the ballon can also be used three times on one player or two times on one player and one on another player

MESSAGE 534306184283291649
FROM Telonius IN #proposals-ä2 ON 2019-01-14 AT 09:42:01.262:
new rule: The leader can only reject every third rule. Once he rejects a rule he has to wait to turns before he can reject a rule again

MESSAGE 534847586494840832
FROM Sonalator IN #proposals-ä2 ON 2019-01-15 AT 21:33:21.608:
New rule: You may consume (gain -1) balloon. If you do, move to the first position in the "Next" section of the turn order listed in <#518849207696883713>. Consuming balloons in such a fashion can be done by pinging a <@&518868460537774082> in the <#518856008605499402> channel, and specifically requesting to consume a balloon to "move to the top of the turns order".

You cannot have a negative value of balloons.

MESSAGE 534847785430679552
FROM Sonalator IN #proposals-ä2 ON 2019-01-15 AT 21:34:09.038:
*Edit: fixed a typo.*

MESSAGE 534850801944756254
FROM Sonalator IN #proposals-ä2 ON 2019-01-15 AT 21:46:08.231:
*The way this rule is worded, you are able to use a balloon while being a current player, and move to the top of the next list. If you do so after the leader has decided whether he will pass your proposal or not to the judges, but before the <@&519169340218540066> list is updated, you can essentially be the current player for as long as your balloons can handle it.*

MESSAGE 534851049354297355
FROM Sonalator IN #proposals-ä2 ON 2019-01-15 AT 21:47:07.218:
*If you do it before the leader's decision, you pretty much become the current player again, but make a new proposal. Your old proposal is gone.*

MESSAGE 535566359808049183
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-17 AT 21:09:30.52:
I propose a change to 3 § of The Constitution. The title of 3 § is to be changed to "On Legislation". The text of 3 § is to be changed to:

The legislating process consists of four days, each day stretching from 17:00 CET one day to 17:00 the day after.

Every new day, the next player in #turn-order becomes the new <@&519169340218540066> player, the <@&519169340218540066> player of the previous day loses the position and is placed last in <#518849207696883713>.

During the first day of the legislative process, the <@&519169340218540066> player must make one proposal in <#518832996057481226>.

During the second day, the proposal is submitted to the Leader to reject or pass on to the Judges. If the proposal is rejected, no more will come of it. If it is accepted by the Leader, the proposal will be addressed by the Judges on the third day.

During the third day, the Judges get to vote "Yay" or "Nay". To vote "Nay" they have to consume a "Nay" charge. Whenever a person gets appointed as a Judge for the first time, they get a "Nay" charge. Whenever a Leader's term ends, but not due to Judges' "Nay" vote, each judge gains a "Nay" charge. The judge vote is secret, and is submitted to a Moderator. If they both vote "Nay", the current Leader's term ends at the end of the day, the change to the rules is not implemented, an election happens for a new Leader, and the Leader who lost his position loses 200 points. If any Judge voted "Yay", the proposal is then added to <#518833030857752598> to be voted on during day four.

During the fourth day, all players can vote on the proposal in <#518833030857752598>. If there are more votes for than against a rule at the end of the day, that rule is instantly put into effect in <#518832917795962881>. If it does not get more votes for than against, the proposal does not pass. A player is only allowed to vote for or against on all rules, and only get 1 vote per rule except if else is specified.

MESSAGE 535567013167235093
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-17 AT 21:12:06.293:
If the <@&518868460537774082> allows, I also propose a change of other paragraphs in The Constitution so that it matches 3 §. The further proposals are as follows:

2 §. Remove the second and third paragraphs.

4 §, first paragraph, remove the second sentence.

4 §, last paragraph, Change to:
An election for a new Leader is automatically triggered and the current Leader is automatically ousted if the current Leader does not fulfill their duties on any given day. That player is marked as Inactive (see 5 §). A Judge can also lose his position if he fails to fulfill his duties on any given day, and is then marked as Inactive (see 5 §). In such a case, the Judge is considered to have voted "Yay" for voting purposes.

5 §, Change the first paragraph to:
A player has to complete all mandated actions before the end of the next day (always 17:00 CET) unless stated otherwise.

MESSAGE 535569977495912449
FROM Zephnik IN #proposals-ä2 ON 2019-01-17 AT 21:23:53.044:
Great! This also rids us of simultaneous turns. You wrote the channel name of <#518849207696883713> wrong in paragraph 3

MESSAGE 536614724729700363
FROM rosewinsall IN #proposals-ä2 ON 2019-01-20 AT 18:35:20.195:
Edit To Rule 16: If a person takes 3 turns without a turn of another person between those turns then their next turn will be skipped.

MESSAGE 536633441177829403
FROM Zephnik IN #proposals-ä2 ON 2019-01-20 AT 19:49:42.544:
Okay. Tomorrow, <@&529660697878200332> will have to vote for or against this proposal.

------------------------------

MESSAGE 537331678331535381
FROM Jacekesan IN #proposals-ä2 ON 2019-01-22 AT 18:04:15.254:
rule proposal:
all players with negative point go up to +100 but they lose  all of their balloons except if you had over 1000 then you get to keep 10 but you only go up to +50. every player who is not in negative points gain 50 points

MESSAGE 537356900900274187
FROM Zephnik IN #proposals-ä2 ON 2019-01-22 AT 19:44:28.783:
***Economics, a new rule:***

All players who have a negative amount of points immediately have 100 points when this proposal passes. 

Everyone lose all their TripleVotes and balloons. Rule 15 is removed from the game by getting a ~~strikethrough~~. 
Balloons and TripleVotes will still be a thing, but they can be achieved in new ways (see paragraph 12 of this rule). 

The game word "points" will hereby be reffered to as "Coins" (or similar word, such as "Credits", "Moneys", etc.) instead. 
 
A new channel will be added to the server when this proposal passes, called #shop (or other name, such as #market, etc.). Only people with the <@&518868460537774082> or @Merchant roles can write in this channel. The channel will be an overview of all items it is possible to buy in the game. 

Proposals can define a new item that is added to the #shop. Proposing a new #shop item must include these three things: an item name, a price for buying it, an amount of the item that will be put into the #shop, and an effect the item has upon being used (consuming an owned item can be done by messaging a <@&518868460537774082>). 
Once such a proposal passes, a <@&518868460537774082> or a @Merchant will add it to the list of #shop items, using this template: 
***[Name]***
**Cost:** [Cost] 
**In stock:** [Quantity] 
**Effect:** [Effect]

MESSAGE 537356919464263701
FROM Zephnik IN #proposals-ä2 ON 2019-01-22 AT 19:44:33.209:
Each time an item is bought, the item's number in the "in stock" section is decreased by 1. An item can not be bought if this number is lower than 1. 

When this proposal passes, an election will happen where a @Merchant is chosen (someone <@&527782493403742210> can never be a @Merchant. If the @Merchant becomes inactive or loses the Merchant role in any other way, a new election will be initiated). 

When a new item is proposed, the @Merchant will vote in place of the <@&529660697878200332>. 
Judges are not allowed to vote "Nay" on #shop item proposals. 


If a player wishes to buy something from the #shop, they may choose to message a @Merchant publicly saying explicitly that they wish to buy an item, including the name of the bought item. It is impossible to buy an item if the player does not have an amount of Coins equal to or greater than the price of the requested item, except if the item's description states otherwise. 

All Coins that are spent on buying items from the #shop are not simply removed from the game - they are instead put into the Bank (a section in #shop showing an amount of Coins). This action will be performed by the @Merchant. 

A @Merchant earns 20% extra Coins whenever they get Coins in any way. 
*Example: John is supposed to earn 40 Coins because his proposal passed, but instead earns 48 Coins because he is a @Merchant.*

When this proposal passes, the two following items will be added to the #shop before any other items: 
***Balloon***
**Cost:** 50 Coins. 
**In stock:** 10
**Effect:** Move to the first position in the "Next" section of the turn order listed in <#518849207696883713>. 
***TripleVote***
**Cost:** 100
**In stock:** 20
**Effect:** Your next vote counts as 3 votes. 
*This paragraph and the following one are removed when this proposal passes.*

The <#519816525704724480> channel is renamed to #inventory.

MESSAGE 538333468963241985
FROM Slimey IN #proposals-ä2 ON 2019-01-25 AT 12:25:00.753:
Ehh, i dont have the brains to come up with something nice right now, so ill just add a quality of life rule: "You may become inactive whenever you like. This is so that you may like go on holiday or something without slowing us down."

MESSAGE 538349290238640146
FROM Zephnik IN #proposals-ä2 ON 2019-01-25 AT 13:27:52.839:
Awright

MESSAGE 538412604717137920
FROM Diogenes IN #proposals-ä2 ON 2019-01-25 AT 17:39:28.187:
Ok so. New rule: if you use the word / letter “i” at all, you’re deducted 1 point. This happens when ever you use this word / letter. For example, I have to say “h how are you dong?”

MESSAGE 539157429670248448
FROM Telonius IN #proposals-ä2 ON 2019-01-27 AT 18:59:08.294:
I win

MESSAGE 539158170715815977
FROM Zephnik IN #proposals-ä2 ON 2019-01-27 AT 19:02:04.973:
That's your proposal?

MESSAGE 539158179528048641
FROM Zephnik IN #proposals-ä2 ON 2019-01-27 AT 19:02:07.074:
???

MESSAGE 539158310935592984
FROM Zephnik IN #proposals-ä2 ON 2019-01-27 AT 19:02:38.404:
Not going to do *anything creative or fun*?

MESSAGE 539158510391525388
FROM Zephnik IN #proposals-ä2 ON 2019-01-27 AT 19:03:25.958:
<@460408346764378122>

MESSAGE 540090193546444800
FROM Crowy IN #proposals-ä2 ON 2019-01-30 AT 08:45:36.532:
**Vassals & Lords**
Effective with this rule, each player gains a property, *Allegiance*, that is initially set to “Free.”

A player (hereafter “the vassal”) may swear themselves to another player (hereafter “the lord”) if the lord assents. To do so, the vassal and the lord each message a moderator indicating their intentions, whereupon the vassal’s *Allegiance* becomes “Lord <*lord’s nickname*>.” (e.g. “Lord Raven James”)

A vassal may only have one lord, but a lord may have any number of vassals.

In this allegiance, the lord gains coin, while the vassal gains clout. When a vassal makes a proposal that goes to an open vote, the lord *must* vote there in favor of the proposal. When a vassal gains coins, they *must* give **one tenth** of those coins, rounded up, to their lord.

Either player may unilaterally annul the allegiance by (a) failing to perform their duty of allegiance or (b) messaging a moderator indicating their intent. In addition to these, the vassal may annul the allegiance by swearing allegiance to new lord.

MESSAGE 540092486593544213
FROM Crowy IN #proposals-ä2 ON 2019-01-30 AT 08:54:43.237:
(pardon the edits; just for clarity)

MESSAGE 540109098172153856
FROM Zephnik IN #proposals-ä2 ON 2019-01-30 AT 10:00:43.746:
So basically we can get married or something? Explain simply plis? <#518856008605499402>

MESSAGE 540570431476727841
FROM Gurktwerk IN #proposals-ä2 ON 2019-01-31 AT 16:33:54.177:
New shop item:

County in the Kingdom of Nomica
Cost: 100 Coins. 
In stock: 9
Effect: Every day, a moderator generates a random number between 1 and 10. That is the income yielded by each county that day. Every owner of a county immediately gains that number of coins for each county he or she owns. A player may only buy a county if he or she is a vassal and has no vassals of his or her own.

MESSAGE 540622801145561098
FROM rosewinsall IN #proposals-ä2 ON 2019-01-31 AT 20:02:00.079:
New Constitutional Rule: There are exactly two political parties: The Dynasty Party and The Good Party. 
Each active player must be part of one and only one of these parties. 

When a leader's term ends in any way each party votes in secret for a candidate. The leader must choose one of these candidates if they get to choose their successor. If an election occurs for a leader the public votes for the leader with the party candidates as their only options. 

When a party's candidate becomes leader that leader gets 30 points and 5 points  each for the other members of the party.

If a player decides not to join a party their next turn is skipped. If after that turn they still haven't joined a party they are fined 20% of their points every 4 proposals until they join a party.

MESSAGE 541118032106487818
FROM CodeTriangle IN #proposals-ä2 ON 2019-02-02 AT 04:49:52.341:
AMEND SECTION 3 OF THE CONSTITUTION TO READ THE FOLLOWING:

The legislating process consists of four days, each day stretching from 17:00 CET one day to 17:00 the day after.

Every day, all @\Current players lost their position and are placed last in <#518849207696883713>, then the next two players in <#518849207696883713> become the new @\Current players. @\Current players may make one proposal each time they are given the role by posting in <#518832996057481226>.

Each proposal submitted by this method shall be submitted to the Leader the day after it is submitted. During this day, the Leader may choose to reject it. If the proposal is rejected, no more will come of it. If it is not rejected by the Leader, the proposal shall go through the rest of the legislating process.

During the third day, the Judges may vote "Yay" or "Nay". Voting "Nay" consumes a "Nay" charge. Whenever a person gets appointed as a Judge for the first time, they get a "Nay" charge. Whenever a Leader's term ends, but not due to Judges' "Nay" vote, each judge gains a "Nay" charge. The judge vote is secret, and is submitted to a Moderator. If they both vote "Nay", the current Leader's term ends at the end of the day, the change to the rules is not implemented, an election happens for a new Leader, and the Leader who lost his position loses 200 points. If any Judge voted "Yay" on a proposal, it can pass onto the final day of the legislating process.

At the beginning of the fourth day, a poll on whether each proposal should pass is posted to <#518833030857752598>. All players may vote on this poll. Players may only vote for or against proposals and, unless otherwise specified, may only submit 1 vote per proposal.

If there are more votes for than against a rule at the end of the fourth day, that rule is instantly put into effect in <#518832917795962881>. Otherwise, the proposal does not pass. No proposal can be thus resolved before a proposal submitted after it.

MESSAGE 541118547817005068
FROM CodeTriangle IN #proposals-ä2 ON 2019-02-02 AT 04:51:55.296:
(Note: Replace all instances of "@\Current" with the role ping; it won't let me post those)

MESSAGE 541319052610633738
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-02-02 AT 18:08:39.364:
Amend Rule  18 to the following:

You may become inactive whenever you like by using the command !inactive. While you are Inactive, if you would like to become active again, you can use the command !active to remove the Inactive role.

MESSAGE 541929969828495371
FROM Jacekesan IN #proposals-ä2 ON 2019-02-04 AT 10:36:13.379:
new rule: i get -100 points the other players who have under 500 points gets 100 points

MESSAGE 542370612845346865
FROM Zephnik IN #proposals-ä2 ON 2019-02-05 AT 15:47:10.861:
Shop item:

MESSAGE 542371719097352213
FROM Zephnik IN #proposals-ä2 ON 2019-02-05 AT 15:51:34.612:
***Arrow***
**Cost:** 11 coins
**In stock:** 100
**Effect:** Serves as ammunition for bows.

MESSAGE 542775798654959629
FROM rosewinsall IN #proposals-ä2 ON 2019-02-06 AT 18:37:14.686:
New Constitutional Rule:  Points gained from  the effects of any "Positions of Political Influence" (defined below) and bribes(defined by rule 14) cannot exceed 200 per game day. 

Positions of Political Influence:
Merchant
Leader
Judge
Lord
Vassal

MESSAGE 543531338087792650
FROM Sonalator IN #proposals-ä2 ON 2019-02-08 AT 20:39:29.324:
Shop Item:

Trap Card
Cost: 70 coins
In stock: 5 (A player can only own up to 1 Trap Card at any time.)
Effect: When a player buys this, he/she must PM a <@&518868460537774082> with the name of a player. The next time that player would become <@&529660697878200332>, the player who bought the Trap Card becomes a leader instead, he/she consumes the Trap Card and the Trap Card stock in the shop goes up by 1.
If a player who owns a Trap Card becomes a <@&530451852110594060> , he/she immediately consumes the Trap Card and the Trap Card stock in the shop goes up by 1. He does not become the new leader.
If a player buys a Trap Card while he/she is a <@&530451852110594060> , he/she immediately consumes the Trap Card and the Trap Card stock in the shop goes up by 1. He does not become the new leader.

*If a player who would become a <@&529660697878200332> has a Trap Card also played on him, the player who played the Trap Card on that player becomes the leader. f.e.: Zephy plays a Trap Card on Sonalator. Slimey plays a Trap Card on Zephy. When Sonalator would become a leader, Slimey becomes instead. Both Zephy and Slimey consume their Trap Cards. If Zephy would become the leader directly, Slimey becomes the leader instead, and only Slimey's card is consumed.*

*If Zephy played a Trap Card on Slimey, Slimey played a Trap Card on Zephy, and Zephy would become the leader directly (i.e. by vote or by an ex-Leader), Zephy would become the new Leader and both Trap Cards are consumed.*

MESSAGE 543534765538803740
FROM Sonalator IN #proposals-ä2 ON 2019-02-08 AT 20:53:06.492:
*The text on the italics serves mostly as a disclaimer in case something like this happens, and may not be written in the store item's description so that it is not a wall of text.*

MESSAGE 543909053043048459
FROM CodeTriangle IN #proposals-ä2 ON 2019-02-09 AT 21:40:23.587:
My proposal for today: Repeal Rule 12.

MESSAGE 544208025846546439
FROM Gurktwerk IN #proposals-ä2 ON 2019-02-10 AT 17:28:24.258:
Amendment to  rule 17: Remove the last paragraph.

MESSAGE 544237510394642456
FROM Zephnik IN #proposals-ä2 ON 2019-02-10 AT 19:25:33.922:
Rule 14 is removed from the game and from <#518832917795962881>.

MESSAGE 544550221598949387
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-02-11 AT 16:08:10.083:
Proposal: Repeal rule 15  (reasoning: the balloon has been repurposed as a shop item)

MESSAGE 544624288360038419
FROM Sonalator IN #proposals-ä2 ON 2019-02-11 AT 21:02:28.975:
New rule: If a player spots an unconstitutional incident and notifies players on <#518856008605499402>  about it, specifying the specific parts of the rules that make it unconstitutional, he/she gains 150 points if what he specified is deemed unconstitutional by a <@&518868460537774082> . 
If a player makes an action while it is deemed unconstitutional, he/she loses 150 points.
Deeming an incident as unconstitutional is made after 3 people, including at least 1 <@&518868460537774082> agree that the specified incident is unconstitutional.
Modifying a rule that an action is related to, triggers a "constitutional check". A constitutional check, is checking if a previously-related-to-an-unconsitutional-incident-but-now-modified rule can still trigger the unconstitutional incident. If it doesn't, the action is no longer deemed as unconstitutional.

MESSAGE 544624289064812546
FROM MEE6 IN #proposals-ä2 ON 2019-02-11 AT 21:02:29.143:
Alright, <@!374144837059870720> has been warned for '**Duplicated text**'.

MESSAGE 544624373068201984
FROM Sonalator IN #proposals-ä2 ON 2019-02-11 AT 21:02:49.171:
I AM NOT DUPLICATING TEXT GOSHDARNIT

MESSAGE 545140452546969601
FROM Gurktwerk IN #proposals-ä2 ON 2019-02-13 AT 07:13:32.107:
My proposal for today: Repeal rule 11.

MESSAGE 545323220576763925
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-02-13 AT 19:19:47.401:
Proposal Repeal rule 5

MESSAGE 545631891659816972
FROM Zephnik IN #proposals-ä2 ON 2019-02-14 AT 15:46:20.322:
Proposal, new rule:

MESSAGE 545632500437745698
FROM Zephnik IN #proposals-ä2 ON 2019-02-14 AT 15:48:45.466:
Tax: 
Every Monday when a <@&518868460537774082> updates the game (currently 17:00 CET), every player loses 40 (?) Coins each. If they have fewer than 40 Coins when tax is to be collected this day, they will instead lose all their Coins be put at the bottom of the "Next" section of <#518849207696883713>. All Coins collected because of this rule are added to the "Bank" section in <#538815952117039134> by a <@&538816085131001896>.

MESSAGE 545728043935596547
FROM Diogenes IN #proposals-ä2 ON 2019-02-14 AT 22:08:24.811:
Sorry, anyways. New Rule: Every week, everyone has to post an idea in the <#525332018855411712> channel.

MESSAGE 545996862247796771
FROM Sonalator IN #proposals-ä2 ON 2019-02-15 AT 15:56:36.091:
Proposal, new rule:
Redistribution of wealth:
Every Tuesday, when a <@&518868460537774082> updates the game, 10% of the coins currently in the bank (rounded up), are split equally among every active player who does not have the most amount of coins.
Any coins that cannot be split equally, return to the bank

*For example, 3 active players on a Tuesday with 185 gold in the bank: 19 coins would be split among the 2 active players with the least amount of money. However, since we cannot have half a coin, each of these 2 players gets 9 coins and the bank loses 18 coins to a new total of 167 gold.
If 2 or more players tie for the highest amount of coins, none of these players would get any coins.*

MESSAGE 546360015783591941
FROM Gurktwerk IN #proposals-ä2 ON 2019-02-16 AT 15:59:38.641:
Proposal: Change paragraphs 2, 3 and 4 of The Constitution to read as follows:

2 § On Proposals and Turn Order

Players take turns adding a proposal to the game. A proposal can be changing an existing rule or shop item, deleting an existing rule or shop item, or making a completely new rule or shop item. Changing several parts of one rule (like The Constitution itself) counts as one proposal, but changing several shop items does not. You may only make 1 proposal on your turn.

MESSAGE 546360095022252042
FROM Gurktwerk IN #proposals-ä2 ON 2019-02-16 AT 15:59:57.533:
-------------------

3 § On Legislation

The legislating process consists of four days, each day stretching from 17:00 CET one day to 17:00 the day after.

Every day, all <@&519169340218540066> players lost their position and are placed last in <#518849207696883713>, then the next two players in <#518849207696883713> become the new <@&519169340218540066> players. <@&519169340218540066> players may make one proposal each time they are given the role by posting in <#518832996057481226>. Types of proposals that skip certain aspects of the legislating process go directly to the next relevant step.

Each proposal submitted by this method shall be submitted to the Leader the day after it is submitted. During this day, the Leader must choose to accept or reject the proposal by writing so in the channel #leader. If the proposal is rejected, no more will come of it. If it is accepted by the Leader, the proposal shall go through the rest of the legislating process.

During the third day, the Judges must vote "Yay" or "Nay". Voting "Nay" consumes a "Nay" charge. The judge vote is submitted in the channel #judges. If both Judges vote "Nay", the current Leader's term ends at the end of the day, the change to the rules is not implemented, an election happens for a new Leader, and the Leader who lost their position loses 200 coins. If at least one Judge voted "Yay" on a proposal, it passes onto the final day of the legislating process.

At the beginning of the fourth day, a poll on whether each proposal should pass is posted to <#518833030857752598>. All players may vote on this poll. Players may only vote for or against proposals and, unless otherwise specified, may only submit 1 vote per proposal.

If there are more votes for than against a rule at the end of the fourth day, that rule is instantly put into effect in <#518832917795962881>. Otherwise, the proposal does not pass. No proposal can be thus resolved before a proposal submitted after it.

MESSAGE 546360159870517248
FROM Gurktwerk IN #proposals-ä2 ON 2019-02-16 AT 16:00:12.994:
------------------------

4 § On The Leader and The Judges

One player has the position of Leader. After 4 accepted proposals the Leader's term will end. The Leader will then choose their replacement. If the Leader has at least one proposal left to accept, they may accept up to all proposals of that day, even if it is more than the Leader is allowed to accept.

There are two Judges. The player with the highest rank (most exp) is one Judge. The player with the most coins is one Judge. The Leader cannot be a Judge. A Leader is not taken into account for Judge Leaderboards. If a player qualifies for both Judge positions they may choose which of the two they will occupy, and the person next in line in the open position will be the second Judge. 

Whenever a person gets appointed as a Judge for the first time, they get a "Nay" charge. Whenever a Leader's term ends, but not due to Judges' "Nay" vote, each judge gains a "Nay" charge.

An election for a new Leader is automatically triggered and the current Leader is automatically ousted if the current Leader does not fulfill their duties on any given day. That player is marked as Inactive (see 5 §). A Judge can also lose their position if they fails to fulfill their duties on any given day, and is then marked as Inactive (see 5 §). In such a case, the Judge is considered to have voted "Yay" for voting purposes.

MESSAGE 546387752493776904
FROM CodeTriangle IN #proposals-ä2 ON 2019-02-16 AT 17:49:51.588:
**Proposal 1:**
Create a new rule:
Proposals have ID numbers. Whenever a player submits a proposal to <#518832996057481226>, they shall label it with its ID number. Each proposal's ID number is the last proposal's ID number plus one.

MESSAGE 546553945271697429
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-02-17 AT 04:50:15.034:
( Proposal ID numbering hasn't passed yet so this isn't ID'd) 

Proposal:  Repeal rule 1

MESSAGE 546753023485935616
FROM Sonalator IN #proposals-ä2 ON 2019-02-17 AT 18:01:18.979:
Proposal: Repeal rule 13

*Yeah I am boring and unoriginal today, I'm in love and daydreaming*

MESSAGE 547102641822498826
FROM zkeepah IN #proposals-ä2 ON 2019-02-18 AT 17:10:34.486:
Addition to rule 19:
Proposal: 
A player may not be both a vassal and a lord. 
If a player is neither a vassal nor a lord, they may then become either a vassal or a lord if they so choose.

MESSAGE 547455882435362819
FROM Mask IN #proposals-ä2 ON 2019-02-19 AT 16:34:13.611:
Proposal:

Relegate strikethrough'd proposals to a new channel titled #mask-archives.

MESSAGE 547565670678790145
FROM Avery Lychee IN #proposals-ä2 ON 2019-02-19 AT 23:50:29.168:
**Proposal 2:**
Ammend section 5 of the constitution to read as follows:

5 § On Time Limits and Inactive Players

A player has to complete all mandated actions before the end of the next day (always 17:00 CET) unless stated otherwise.

If a player doesn’t fulfill an obligation compelled by the rules within the time granted for it, they are considered Inactive. Inactive players will be given the "Inactive" role, they will be removed from the turn order in <#518849207696883713> (thus their proposal turns will be skipped) and they do not have access to the #rule-voting channel. Players who comply with this rule are considered Active.

A player tagged as "Inactive" can make a request to become active again in the <#518856008605499402> channel. Upon doing so, they are considered active again and are added in last place in <#518849207696883713>.

MESSAGE 547763947441487886
FROM Gurktwerk IN #proposals-ä2 ON 2019-02-20 AT 12:58:22.032:
Proposal 3:
Repeal rule 16.

MESSAGE 548001721977143299
FROM CodeTriangle IN #proposals-ä2 ON 2019-02-21 AT 04:43:11.899:
**Proposal 4:**
Create the following rule:
Players can, if they believe that they have found a mistake in one of the gamestate tracking channels, submit an erratum to #errata. The player who maintains that channel shall either accept the erratum and fix the incorrect portion or deny it. After an erratum is accepted, the player who posted it gains 5 coins.

MESSAGE 548023031931338772
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-02-21 AT 06:07:52.588:
**Proposal 5:**
the following edits to the consitution: 


8 §  
The function of the discord channels "official-rules", "inventory", "the-constitution", "shop", and "rule-graveyard" shall be migrated to the Infinite Nomic github under files of the same name. 

These files will continue to be referred to as "channels", and can be updated by either their relevant owners, or any users designated as Archivists. A user becomes designated as an Archivist by being a collaborator in the github repository.

To be added as a collaborator, a player may forgo making a proposal to nominate themselves as a Archivist, and initiate a special election. This special election is added to the voting channel immediately. If over 75% of the votes are in favor by the end of the next day, the player will be added as a collaborator.

If a user becomes the owner of a specific channel, such as "shop", they may ask to be added as a collaborator without requiring a special election.

MESSAGE 548278318940553216
FROM rosewinsall IN #proposals-ä2 ON 2019-02-21 AT 23:02:17.754:
Proposal 6: There are exactly two political parties, The Dynasty Party and The Good Party. 
Each active player must be part of one and only one of these parties. 

When a leader's term ends in any way each party votes in secret for a candidate. The leader must choose one of these candidates if they get to choose their successor. If an election occurs for a leader the public votes for the leader with the party candidates as their only options. 

When a party's candidate becomes leader that leader gets 30 points and 5 points  each for the other members of the party.

If a player decides not to join a party their next turn is skipped. If after that turn they still haven't joined a party they are fined 20% of their points every 4 proposals until they join a party.

MESSAGE 548522960164487168
FROM Zephnik IN #proposals-ä2 ON 2019-02-22 AT 15:14:24.767:
New rule (proposal 7):

MESSAGE 548522971023540235
FROM Zephnik IN #proposals-ä2 ON 2019-02-22 AT 15:14:27.356:
If your proposal gets rejected by the Leader, you lose 40 Coins.

MESSAGE 548606205082337280
FROM Sonalator IN #proposals-ä2 ON 2019-02-22 AT 20:45:11.902:
Proposal 8: New rule: Any <@&519169340218540066> player who is not a <@&538816085131001896> may forgo their proposal and request a loan from the bank instead, equal to or less than the current amount of coins in the bank, or less than 200 coins, whichever is less. If they do, the <@&538816085131001896> can choose to approve or deny the loan within 24 hours of that player's request. If they deny the loan, nothing happens and the turn of the player who requested the loan is skipped. If the loan is approved, the amount of coins specified is removed from the banked, and the player who requested the coins adds that amount of coins to their balance. This is not considered as "gaining coins" for other rules. The player gains a loan value in the inventory equal to the amount of coins he got from the bank, is considered a "debtor" and gets the according role for as long as he has a non-zero loan value.

Any player who has a loan value, may request to pay back their loan at any time, by pinging an <@&538816085131001896> in the nomic discussion channel and specifying what amount of their current loan they want to pay back. The amount of coins specified is removed from their current coin balance and their loan value.

Every Friday at announcement time, every player's loan value becomes 1.1 times their current loan value.

If a player's loan value exceeds 500, the bank gains coins equal to that player's coin value, that player's coin and loan values become 0, they lose the game, they become a "slave" and get the according role.

MESSAGE 549028222852005896
FROM Avery Lychee IN #proposals-ä2 ON 2019-02-24 AT 00:42:08.779:
**Proposal 9**:
_This proposal clears up some wording from my previous proposal, and makes it so that inactive players cannot vote._
Amend section 5 of the constitution, so that it reads as follows:

A player has to complete all mandated actions before the end of the next day (always 17:00 CET) unless stated otherwise. Players who comply with this rule are considered Active.

If a player doesn’t fulfill an obligation compelled by the rules within the time granted for it, they are considered Inactive.

Once a player becomes Inactive, they
  • will be given the "Inactive" role
  • will be removed from the turn order in <#518849207696883713> (thus their proposal turns will be skipped)
Any players who are already Inactive when this proposal comes into effect must also be given the "Inactive" role and removed from the turn order.

Inactive players are not permitted to vote, nor are they permitted to access any voting channel.

A player tagged as "Inactive" can make a request to become active again in the <#518856008605499402> channel, or by using the command `!active`. Upon doing so, they are considered active again, the "Inactive" role is removed from them, and they are added in last place in <#518849207696883713>.

MESSAGE 549485157619335171
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-02-25 AT 06:57:50.517:
Proposal 10: Repeal rule 2

MESSAGE 549652236343574539
FROM CodeTriangle IN #proposals-ä2 ON 2019-02-25 AT 18:01:45.189:
P11: repeal rule 3

MESSAGE 549996545551106072
FROM EulersApprentice IN #proposals-ä2 ON 2019-02-26 AT 16:49:54.901:
Proposal 12:
A new document will be added to the game Github when this proposal passes, called Bounties. Its purpose is specified in the following paragraphs.

A new <#538815952117039134> item is defined, called the Bounty.

BOUNTY
Cost: 30 coins
In stock: 10
Effect: The user specifies a task, such as "propose a proposal that defines a new <#538815952117039134> item" or "take a nude selfie while going down Niagra falls in a barrel and post the image to <#515607055223095300>". The task is added to #bounties , labelled with the name of the player that used the Bounty item to bring it into existence. 

The first player to complete the task, except the player who posted it, shall have one Balloon item added to their inventory. This shall not affect the number of Balloon items currently in stock in the <#538815952117039134>. Once completed in this way, that Bounty listing in #bounties shall be labelled "COMPLETE". Completed Bounties do not give any further Balloons for completion.

MESSAGE 550298297261228043
FROM Sonalator IN #proposals-ä2 ON 2019-02-27 AT 12:48:58.115:
Proposal 13:
Repeal rule 8

MESSAGE 550586942962663435
FROM Avery Lychee IN #proposals-ä2 ON 2019-02-28 AT 07:55:56.613:
**Proposal 14**:

Once a day, a player may do a single Feudal Action. A player can choose to do a second Feudal Action on the same day by spending 10 coins.
Feudal Actions can be created, amended, and repealed just like regular rules, however all Feudal Actions are listed in a github document titled "Feudal-Actions".

MESSAGE 551429060933320711
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-02 AT 15:42:13.183:
Proposal 15: repeal rule 2

MESSAGE 551436061117513743
FROM rosewinsall IN #proposals-ä2 ON 2019-03-02 AT 16:10:02.157:
Proposal 16: New Rule: Any current player may forgo submitting a proposal submit to instead attempt to pickpocket from another player. 

The pickpocketting player submits a name to a mod as their target.  The target chosen must have more than 50 coins. 

To succeed in pickpocketting the @current player pickpocketting rolls a number between 1 and 10. If a number greater than 7 is rolled, the pickpocket attempt is a success and 7 coins are transferred from the target's coin amount to the coin amount of the pickpocketter. 

If a pickpocket attempt fails, the @current player pickpocketting loses 10% of their coins as punishment. This lost money is sent to the bank.

MESSAGE 551540179744194583
FROM Zephnik IN #proposals-ä2 ON 2019-03-02 AT 23:03:45.972:
**Proposal 17**
Addition to rule 25:
A player may submit a maximum of 1 errata per day.

MESSAGE 551545870546632745
FROM CodeTriangle IN #proposals-ä2 ON 2019-03-02 AT 23:26:22.765:
Proposal 18:
*Change rule 25 to say:*
Players can, if they believe that they have found a mistake in one of the gamestate tracking channels, submit an erratum to <#550387477618229249>. The player who maintains that channel shall either accept the erratum and fix the incorrect portion or deny it. After an erratum is accepted, the player who posted it gains 5 coins. The player who maintains a channel cannot submit errata about that channel.

Players cannot file errata about github documents.

MESSAGE 551640768574390303
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-03 AT 05:43:28.218:
Proposal 19:
A new <#538815952117039134> item is defined, called the Farm in the Kingdom of Nomica. For Github and/or rules purposes this item may also be referred to as a Farm, similarly to how Counties in the Kingdom of Nomica are referred to as Counties.

Farm
Cost: 200 Coins AND 1 County in the Kingdom of Nomica
In stock: 999
Effect: This item is considered a County in the Kingdom of Nomica, and all rules that apply to Counties also apply to Farms, with the exception of those rules that pertain to its status as a distinct item in the Shop. (You cannot purchase this item without possessing at least 1 County in the Kingdom of Nomica, and in purchasing this item, 1 County in the Kingdom of Nomica is deducted from your inventory in addition to the 200 Coin cost.)

In addition to the normal daily bonus granted by virtue of counting as a County, every Tuesday at announcement time, a <@&518868460537774082> generates a random number between 1 and 100. That is the income yielded by each Farm that day. Every owner of a Farm immediately gains that number of coins for each Farm he or she owns.

MESSAGE 551679600246128640
FROM Gaelan IN #proposals-ä2 ON 2019-03-03 AT 08:17:46.41:
Proposal 20: Create the following rule:

To transfer coins or items from one player to another is for one player to lose the coins or items (as specified) and the other player to gain the same amount. If a transfer would cause a player to lose more items or coins than they have, the transfer does not occur.

A player may, at any time, offer a Trade with another player. This may be done publicly, or in a Discord DM. The terms of a Trade may include the transfer of coins and items, as well as agreements as to future game actions by either player, and fines (as a number of coins) for violation of any agreements.

The other player may then agree to the trade (publicly, even if the initial offer was private); in doing so, they must list any transferred coins and items, but need not list other terms of the trade. Upon agreement to the trade, the specified transfers occur.

If a player believes that an agreement made in a Trade was violated, the other player may send a public message stating that this is the case (and providing the relevant text of the Trade, if it was not previously public). If the violation did in fact occur, the fine for its violation is transferred from the violating player to the accusing player. If the violating player does not have enough coins, all of their coins are transferred to the accusing player; then, any coins that the violating player gains in the future are instantly transferred to the accusing player, until enough coins have been transferred to pay the fine in full.

MESSAGE 552055781156061194
FROM Sonalator IN #proposals-ä2 ON 2019-03-04 AT 09:12:34.928:
Proposal 21: No player can earn more than 100 coins per turn. If a player's total amount of money earned in the day Redistribution of Wealth triggers exceeds 100, gaining money due to that rule takes precedence over other effects.

*The Redistribution of wealth bit is so that we don't lose track of the amount of money in the bank*

MESSAGE 552528791151312911
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-05 AT 16:32:09.299:
Proposal 22
repeal rule 24

MESSAGE 552894284488245293
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-06 AT 16:44:29.701:
<@339046832195764234>  <@!410992730890698757>  you're up 😃

MESSAGE 552895688162410496
FROM Zephnik IN #proposals-ä2 ON 2019-03-06 AT 16:50:04.363:
Aw yeee

MESSAGE 553253542559875083
FROM Gaelan IN #proposals-ä2 ON 2019-03-07 AT 16:32:03.5:
Proposal 23:
Create a rule titled "Rule Titles":

Each rule may have a title in addition to its number. If the proposal creating a rule specifies a title for the new rule, then that becomes the rule's title upon the proposal's adoption. A proposal to amend a rule may specify a new title for the rule; that title becomes the rule's title of the proposal takes effect. If a rule ever lacks a title, any Github collaborator may give it a title. 

If a proposal to create, amend or repeal a rule fails to include the title of the rule, 20 coins are transferred from the proposal creator to the Bank upon the proposal's adoption. If a proposal specifies a new title for a rule, the old title must be included as well to avoid the fine. 

For the sake of clarity, the constitution's title is  "The Constitution".
---
Upon this rule taking effect, give the following titles to the rules indicated. 

6: TripleVotes
7: Coins for passing proposals
9: Coins for voting against proposals
10: Debates 
14: Bribery 
16: Using balloons 
17: Economy 
18: Voluntary inactivity 
19: Vassals & Lords
20: Unconstitutional incidents 
21: Tax
22: Redistribution of wealth 
23: Proposal ID'S
24: #mask-archives
25: Errata
26: Loans 

The rule created by proposal 16 (if it passes): Pickpocketing
The rule created by proposal 20 (if it passes): Trades
The rule created by proposal 21 (if it passes): Wealth limits 

Once the above titles are applied, any collaborator may remove the "---", and everything following it, from this rule.

MESSAGE 553258492434055176
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-07 AT 16:51:43.642:
Proposal 24:
A new <#538815952117039134> item is defined, called the Thieves' Den in the Kingdom of Nomica. For Github and/or rules purposes this item may also be referred to as a Thieves' Den, similarly to how Counties in the Kingdom of Nomica are referred to as Counties.

Thieves' Den
Cost: 40 Coins AND 1 County in the Kingdom of Nomica
In stock: 999
Effect: This item is considered a County in the Kingdom of Nomica, and all rules that apply to Counties also apply to Thieves' Dens, with the exception of those rules that pertain to its status as a distinct item in the Shop. (You cannot purchase this item without possessing at least 1 County in the Kingdom of Nomica, and in purchasing this item, 1 County in the Kingdom of Nomica is deducted from your inventory in addition to the 40 Coin cost.)

In addition to the normal daily bonus granted by virtue of being a County, Thieves' Dens have the following effects:

-> Increase the number of coins taken by the owner's successful pickpocket attempts by 1.
-> Add +1 to random numbers generated for the sake of determining if the owner's pickpocket attempt is successful, to a maximum of +4 with 4 Thieves' Dens.
-> Increase the number of players that the owner can target for pickpocketing per pickpocketing action by 1. (The same player cannot be targeted more than once simultaneously. Each pickpocketing attempt resolves independently, in the order in which the targets were named.)
-> If the owner is a Vassal, increase the number of coins taken by the owner's Lord's successful pickpocket attempts by 1.

MESSAGE 553691726028472324
FROM Avery Lychee IN #proposals-ä2 ON 2019-03-08 AT 21:33:14.58:
I forgo my proposal in order to nominate myself as an archivist.
(Once a moderator is online, they need to start a special election)

MESSAGE 554168629659435009
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-10 AT 05:08:17.266:
Proposal 25, add the following to the constitution:
(Some clarification: this will have no impact on EXISTING players, only future players)

9 § On Joining the Game 

When a discord user joins the server, they are not automatically added to the turns list, and are not considered to be playing the game. The user cannot gain points, vote, propose, or otherwise participate in the game outside of chatting.  

To join the game, a user may use the !interested command and ping a <@&518868460537774082> indicating intent to join. At this point, they are officially recognized as a player, and may be added to the turn list and otherwise allowed to participate in the game.

MESSAGE 554183274579230730
FROM CodeTriangle IN #proposals-ä2 ON 2019-03-10 AT 06:06:28.887:
Proposal 26: Delete the seventh section of the Constitution

MESSAGE 554646585795936285
FROM Zephnik IN #proposals-ä2 ON 2019-03-11 AT 12:47:30.889:
***Proposal 27:***
**Addition to effects in shop item "BOUNTY":**

Whenever this item is used by a player, all details about that bounty will be included at the bottom of the closest next daily announcement, under a section called "Bounties:".

MESSAGE 554729229804371989
FROM rosewinsall IN #proposals-ä2 ON 2019-03-11 AT 18:15:54.756:
Proposal 28: Political County:

A new Shop item is defined called the Political County. 

Political County

Cost: 30 Coins and 1 County in the Kingdom of Nomica.
In Stock: 1000
Effect: This item is considered a County in the Kingdom of Nomica and the rules that apply to Counties also apply to Political Counties except that this is a distinct item in the shop. 
When this item is purchased a County of in the Kingdom of Nomica is deducted from the buyer. 

This county grants the owner the effect of proposals taking double the nay charges from each judge to strikedown if passed by the leader. E.G: 2 judges would each need to consume 2 nay charges for a proposal they disagree with.

MESSAGE 554729231754592256
FROM MEE6 IN #proposals-ä2 ON 2019-03-11 AT 18:15:55.221:
Alright, <@!410992730890698757> has been warned for '**Duplicated text**'.

MESSAGE 554782122154655755
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-11 AT 21:46:05.275:
Proposal 29: Revised Pickpocketing

Change the first paragraph of Rule 28 (Pickpocketing) to say "Any player may, as a Feudal Action, attempt to pickpocket from another player."

MESSAGE 554911298760998912
FROM Gaelan IN #proposals-ä2 ON 2019-03-12 AT 06:19:23.378:
Proposal 30
In rule 6 “TripleVotes”, replace “(which is numbered with a number that can be divided by 10 without resulting in a number with decimals)” with “which is numbered with a multiple of 10”, without the parentheses.

MESSAGE 555334821547868170
FROM Avery Lychee IN #proposals-ä2 ON 2019-03-13 AT 10:22:19.079:
Proposal 31:
Replace section 3 of the constitution (On Legislation) with the following:

The legislating process consists of three days, each day stretching from 17:00 CET one day to 17:00 the day after.

Every day, all <@&519169340218540066> players lost their position and are placed last in <#518849207696883713>, then the next two players in <#518849207696883713> become the new <@&519169340218540066> players. <@&519169340218540066> players may make one proposal each time they are given the role by posting in <#518832996057481226>. Types of proposals that skip certain aspects of the legislating process go directly to the next relevant step.

The day after a proposal is submitted, the Leader and the Judges shall vote on it. They shall do this by adding a reaction to the proposal in <#518832996057481226>. If a moderator or bot has already added appropriate reactions, the Judges and Leader shall select reactions from the ones available, otherwise they will use a checkmark for "for/yay" and an x for "against/nay". The leader may choose either option. Judges may choose "Yay" or "Nay", however voting "Nay" as a Judge consumes a "Nay" charge.

If both Judges vote "Nay", the current Leader's term ends at the end of the day, the change to the rules is not implemented, an election happens for a new Leader, and the Leader who lost their position loses 200 coins.
If the leader votes against the proposal, then nothing more comes of it.
If the leader and at least one judge vote in favour of the proposal, then it will pass onto the final day of the legislating process.

At the beginning of the third day, a poll on whether each proposal should pass is posted to <#518833030857752598>. All players may vote on this poll. Players may only vote for or against proposals and, unless otherwise specified, may only submit 1 vote per proposal.

MESSAGE 555336308298481675
FROM Avery Lychee IN #proposals-ä2 ON 2019-03-13 AT 10:28:13.548:
If there are more votes for than against a rule at the end of the third day, that rule is instantly put into effect in #official-rules. Otherwise, the proposal does not pass.

MESSAGE 555419462606651403
FROM Sonalator IN #proposals-ä2 ON 2019-03-13 AT 15:58:39.08:
Proposal 32: 
New Item: Apocalypse
Cost: 666 coins (This Item may only be bought by a player with exactly 666 coins.)
Description: When this item is bought, every player loses all their coins and items. Every Shop item's stock is replenished to their original (as in, when voted as a shop item) stock. The person who buys this item, may choose to abolish 1 rule, that is not part of The Constitution. That player still owns Apocalypse, but can't use it. *Since the item is has a when bought effect*
If a player has at least 1 of this item in their inventory, they are considered to be the Coin Judge if there is a tie on the Coin Judge Leaderboard.
Stock: 666

MESSAGE 555491181790887946
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-13 AT 20:43:38.266:
Proposal 33:

Repeal "Rule 14: Bribery"

MESSAGE 555491343183642634
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-13 AT 20:44:16.745:
As the merchant I accept proposal for the apocalypse item, and it should go to chamber voting tomorrow

MESSAGE 556510418848317450
FROM Zephnik IN #proposals-ä2 ON 2019-03-16 AT 16:13:43.317:
Proposal 34 (Constitutional):
Change §3 to read the following:

The legislating process consists of four days, each day stretching from 17:00 CET one day to 17:00 the day after.

Every day, all <@&519169340218540066> players lost their position and are placed last in <#518849207696883713>, then the next two players in <#518849207696883713> become the new <@&519169340218540066> players. <@&519169340218540066> players may make one proposal each time they are given the role by posting in <#518832996057481226>. Types of proposals that skip certain aspects of the legislating process go directly to the next relevant step.

Each proposal submitted by this method shall be submitted to the Leader the day after it is submitted. During this day, the Leader must choose to accept or reject the proposal by writing so in the channel <#547729310644174849>. If the proposal is rejected, no more will come of it. If it is accepted by the Leader, the proposal shall go through the rest of the legislating process. 

**When a Leader or Merchant is to vote on a proposal, they must react to the proposal with 1 of 2 emojis while it is in <#518832996057481226>. The two emojis the Leader/Merchant can react with as a vote are "✅" or "⛔", and they may only react with one of them. If the Leader/Merchant votes with "✅", it means the proposal passes on to the next step the following day, to be voted on by the Judges. If the Leader/Merchant reacts to the proposal with "⛔", the proposal does not pass.**
.

MESSAGE 556510526092607525
FROM Zephnik IN #proposals-ä2 ON 2019-03-16 AT 16:14:08.886:
**During the third day, the Judges must vote "✅" or "⛔" on the current proposal. Voting "⛔" consumes a "Nay" charge. The judge vote is submitted by reacting to a proposal. If both Judges vote "⛔", the current Leader's term ends at the end of the day, the change to the rules is not implemented, an election happens for a new Leader, and the Leader who lost their position loses 200 coins. If at least one Judge voted "✅" on a proposal, it passes onto the final day of the legislating process. A Judge may only make 1 vote per proposal.**

At the beginning of the fourth day, a poll on whether each proposal should pass is posted to <#518833030857752598>. All players may vote on this poll. Players may only vote for or against proposals and, unless otherwise specified, may only submit 1 vote per proposal.

If there are more votes for than against a proposal when it is to be put into the "finished turns" section of the daily announcement, that rule is instantly put into effect in the "official-rules" category in GitHub. Otherwise, the proposal does not pass. No proposal can be thus resolved before a proposal submitted after it.

**If a player who is not the Leader, a Judge or the Merchant votes on a proposal in <#518832996057481226>, they lose 40 Coins.**

MESSAGE 556870277573771264
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-17 AT 16:03:40.323:
Proposal 35 (Constitutional):
Retitle §6 to "Game End" and change it to read the following:

Rules may define ways to win the game. A player winning the game does not end the game immediately. A single rule may not designate more than one winner at a time; if it would designate multiple winners, it designates no winners instead. Winners are given the <@&541349706438148144> role for as long as they are designated as a winner by at least one rule. A player may not have the <@&541349706438148144> role if a rule designates them as losing the game.

If a player has at least 1000 coins AND has more coins than any other player, the Constitution designates that player as a winner; however, this paragraph shall yield to a normal Rule that explicitly states that this way of winning the game does not apply, if one exists.

The game may end at any time if either of the following two conditions apply:
(1) Three different players are designated Winners concurrently.
(2) Fewer than five players are active AND all active players agree to end the game.

When a rule causes the game to end, the following procedure happens:
(1) A message is posted to <#526339711002869771> declaring the end of the game. This message shall include a ping to @ everyone.
(2) All rules outside of the Constitution are immediately and automatically repealed.
(3) All Coins and Items cease to exist, including those in the Bank. All Shop item types are deleted.
(4) All current <@&541349706438148144> players have their <@&541349706438148144> role replaced with @crowned .
(5) All players automatically become Inactive.
(6) Gameplay terminates until at least 48 hours have passed since the announcement of game end.
(7) After 48 hours have passed, gameplay begins anew.

MESSAGE 556874903098359828
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-17 AT 16:22:03.134:
If by some clause in this Constitution a situation arises in which an infinite loop of game ending is triggered, the game does not end. Instead, the channel #constitutional-mediation is created, and each active player makes a mediation proposal in #constitutional-mediation to resolve the issue.  The first proposal to reach at least 66% of votes from all active players is placed into effect.  If no proposal receives 66% of votes within 24 hours,  this process repeats until the loop is ended.

-------

When this amendment is put into effect: The player who was the <@&541349706438148144> immediately before this amendment passed is given the @crowned role, and the ------- and all text below it are deleted.

MESSAGE 556875540888289290
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-17 AT 16:24:35.195:
NOTE: PROPOSAL 35 WILL GO DIRECTLY TO CHAMBER VOTING TOMORROW, AS IT IS CONSTITUTIONAL

MESSAGE 557222912889716761
FROM Gaelan IN #proposals-ä2 ON 2019-03-18 AT 15:24:55.134:
Proposal 36: modify rule 30: Wealth limits by removing the last paragraph

MESSAGE 557482394136084510
FROM Avery Lychee IN #proposals-ä2 ON 2019-03-19 AT 08:36:00.284:
Proposal 37: create a new feudal action:
**Loaning**: if a player takes this action, they may request to loan a specific number of coins from the bank. The amount of the loan must be less than or equal to the current amount in the bank and can be no higher than 200 coins.
Within the next 24 hours, the Merchant can choose to approve or deny the loan.
If it is denied, nothing more happens.
If it is approved, the amount of coins requested is removed from the bank and added to the coins of the player who requested the loan.
The player gains a loan value in the inventory equal to the amount of coins they got from the bank, is considered a "debtor" and gets the according role for as long as they have a non-zero loan value.

The merchant may not take this action.

The regulations about loans stated in rule 26 (loans) also apply to loans taken out as a feudal action. If one of those regulations conflict with the wording of this action, then the wording of this action takes precedence for loans taken out as a feudal action.

MESSAGE 557586564788781097
FROM Sonalator IN #proposals-ä2 ON 2019-03-19 AT 15:29:56.503:
Proposal 38: If you are a @current player, you may lose 20 coins. If you do, you may make 3 feudal actions today.

MESSAGE 557928266057515019
FROM CodeTriangle IN #proposals-ä2 ON 2019-03-20 AT 14:07:44.434:
**Proposal 39: Amend rule 6 "Triple Votes" to read as follows:**
Every time a rule which is numbered with a multiple of 10 is added to the official-rules, all active players are given a TripleVote.

MESSAGE 557947818556522506
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-20 AT 15:25:26.113:
**Proposal 40: Amend Rule 31: "Rule Titles" to the following:**

Each rule may have a title in addition to its number. If the proposal creating a rule specifies a title for the new rule, then that becomes the rule's title upon the proposal's adoption. A proposal to amend a rule may specify a new title for the rule; that title becomes the rule's title of the proposal takes effect. If a rule ever lacks a title, any Github collaborator may give it a title.

If a proposal to create, amend or repeal a rule fails to include the title of the rule, 20 coins are transferred from the proposal creator to the Bank upon the proposal's adoption. If a proposal specifies a new title for a rule, the old title must be included as well to avoid the fine.

For the sake of clarity, the constitution's title is "The Constitution". All proposals that affect The Constitution must include the following note at the top:
(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% for votes to pass)

If a proposal affecting the constitution does not include this note, the proposals creator will face the penalty as if they had failed to include the title of the rule.

MESSAGE 558311330910568464
FROM Zephnik IN #proposals-ä2 ON 2019-03-21 AT 15:29:54.212:
Proposal 41:
New feudal action:

**"Gamble"**
Message a number from 1 to 20 (in the channel <#515607055223095300>), inclusively, then use the command `!gamble`. If the number replied by a bot is higher than the number you gambled, you gain as many Coins as you had gambled. 
If the number is *not* higher than the number you gambled, you lose as many Coins as you had gambled.

MESSAGE 558311500528484362
FROM Zephnik IN #proposals-ä2 ON 2019-03-21 AT 15:30:34.652:
Note: the !gamble command would reply with a random number from 1 to 20, and also ping a mod.

MESSAGE 558504745887596544
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-22 AT 04:18:27.936:
Proposal 42 (Constitutional):
Change the following sections of "The Constitution"  to read the following:

2 § On Proposals and Turn Order
Players take turns adding a proposal to the game. A proposal can be changing an existing rule or shop item, deleting an existing rule or shop item, or making a completely new rule or shop item. Changing several parts of one rule (like The Constitution itself) counts as one proposal, but changing several shop items does not. You may only make 1 proposal on your turn.

Players may also choose to propose an "Executive Amendment", which is a special kind of proposal that can amend OR repeal more than one rule at a time. An "Executive Amendment" follows all standard legislative process, with the exception that it requires at least 75% "For" votes to pass. 


3 § On Legislation
The legislating process consists of three days, each day stretching from 20:00 CET one day to 20:00 CET the following day.

Every day, all <@&519169340218540066> players lose their position and are placed last in <#518849207696883713>. The next two players in <#518849207696883713> become the new <@&519169340218540066> players. <@&519169340218540066> players may make one proposal each time they are given the role by posting in <#518832996057481226>. 

If another rule specifies that a specific kind of proposal is subject to special approvals, those approvals take precedence over the standard approvals listed below. If a proposal skips certain aspects of the legislative process, it may immediately go to the next relevant stage of legislation. 

Unless otherwise stated, each proposal submitted in proposals is voted on by both the Leader and the Judges the day after it is submitted.  

When a Leader votes they must react to the proposal in <#518832996057481226> with one of either "✅" or  "⛔".  

Judges are considered to have voted For a proposal unless they consume a "Nay" charge and react to the proposal with a  "⛔".

MESSAGE 558504778787717121
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-22 AT 04:18:35.78:
If both Judges have reacted to a proposal with "⛔", the following events happen: 

1. The current Leader's term ends at the end of the day
2. The current Leader selects a successor, who becomes leader at the beginning of the following day 
3. The Leader who lost their position loses 200 points 
4. The proposal fails, is not put up for a Chamber Vote, and is not put into effect in any capacity. 

 If the Leader reacts with "✅" AND both Judges have not consumed a "Nay" charge each, the proposal passes on to a Chamber Vote the following day. If the Leader OR both Judges react to the proposal with "⛔", the proposal fails, is not put up for a Chamber Vote, and is not put into effect in any capacity. 

A Chamber Vote consists of the proposal being posted to <#518833030857752598> with a poll attached. All active players may vote on this poll. Players may only vote For or Against proposals and, unless otherwise specified, may only submit 1 vote per proposal.

If there are more votes For than Against a proposal when it is to be put into the "finished turns" section of the daily announcement, that proposal is instantly put into effect.

MESSAGE 559068694983082108
FROM rosewinsall IN #proposals-ä2 ON 2019-03-23 AT 17:39:23.878:
Proposal 43: Weapons: At the time of this proposal becoming a rule every active player and future active players gets a weapon for uses to be specified by future rules. 

The weapon given by this rule will be a dagger.

MESSAGE 559403386630570004
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-24 AT 15:49:20.585:
Proposal 44: Revamped Counties

Change the shop item "County in the Kingdom of Nomica" to allow non-Vassal players to purchase them for 150 coins. (Vassal players still can buy them for 100 coins.) In addition, every Friday at announcement time, increase the number of Counties in supply by 1.

The description of the County item is thus changed to:

Every day, a moderator generates a random number between 1 and 10. That is the income yielded by each county that day. Every owner of a county immediately gains that number of coins for each county he or she owns. 
A player who is not a vassal OR has vassals of their own must pay an additional 50 coins to the Bank to purchase this item. Every Friday at announcement time, the supply of this item is increased by 1.

MESSAGE 559715461475074060
FROM Avery Lychee IN #proposals-ä2 ON 2019-03-25 AT 12:29:25.026:
Proposal 45: repeal rule 20

MESSAGE 559745162046078986
FROM Gurktwerk IN #proposals-ä2 ON 2019-03-25 AT 14:27:26.194:
Proposal 46: Change rule 10 to read as follows:

Instead of making a proposal, a <@&519169340218540066> player may start a debate. To initiate a debate, a player submits the opening proposition that will be debated in the channel #current_debates. The same player should then immediately submit the opening statement in favour of the proposition in #debate_discussion titled "Opening Statement For the Proposition". The next input into the debate should be written by another player, a player who rejects the proposition. This input should be titled "Opening Statement Against the Proposition". The two sides then alternate rebutting each other's arguments, titling each input into the debate "Rebuttal X" (X being the next consecutive number for each side).

Debating continues on the day the debate is initiated and for two days after that. On the third day after the debate was initiated, each side submits an input titled "Closing Statement", summing up one's position and arguments. At the end of that last day, all players who submitted at least one rebuttal or statement receive 80 points. Furthermore, players can tell a moderator that a particular argument changed their mind on the matter at hand, for which the player that wrote the argument gains an additional 30 points. This should be done within a reasonable time after the debate, but not necessarily immediately after.

A player can report an input into the debate for being too low-effort. If a moderator considers the input to be trolling, not comprehensively written or not containing sound argument(s), the moderator shall remove rebuttal or statement in question and notify the author that so has been done. If not, the report is dropped and the concerned players are notified.

MESSAGE 560013719413850143
FROM Sonalator IN #proposals-ä2 ON 2019-03-26 AT 08:14:35.26:
Proposal 47: New Item: 
Name: Proposal Voucher
Stock: 0 (+1 for every 3 skipped proposal turns as specified in a future rule)
Cost: 10 coins
Description: If you are a <@&519169340218540066> player, you may consume this item. If you do, you may make an extra proposal this turn.

MESSAGE 560013999794814996
FROM Sonalator IN #proposals-ä2 ON 2019-03-26 AT 08:15:42.108:
*Now I'm gonna need someone to draft and pass a new rule so that you can skip your proposal turn as a current player*

MESSAGE 560169761258864651
FROM CodeTriangle IN #proposals-ä2 ON 2019-03-26 AT 18:34:38.535:
**Proposal 48:** Repeal rule 16. It is called "Using balloons", just in case you're not smart enough to put that together yourself

MESSAGE 560528201156395023
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-03-27 AT 18:18:57.266:
Proposal 49:  Amend Rule 21: Tax to the following

 Every Monday when a <@&518868460537774082> updates the game (currently 20:00 CET), every player loses 30 Coins each.  The two players with the highest number of Coins lose an additional 30 Coins. 

If a player has fewer coins than they owe when tax is to be collected this day, they will instead lose all their Coins and be put at the bottom of the "Next" section of <#518849207696883713>. All Coins collected because of this rule are added to the "Bank" section in <#538815952117039134> by a <@&538816085131001896>.

MESSAGE 560872332613255213
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-28 AT 17:06:24.599:
(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% of votes to pass)

Proposal 50: Constitution Purification

Change the Constitution in the following ways:
-> Delete step (3) of the procedure for when Judges cause the Leader to be removed.
-> Delete the second paragraph of section 6.
-> Change section (5) to update the time when players become Inactive to 20:00 CET.
-> Change the second condition of ending the game to "all active players agree."
-> Change the first paragraph of section 2 to say: "Players take turns adding a proposal to the game. A proposal can be changing an existing rule entity, deleting an existing rule entity, making a completely new rule entity, or defining a new class of rule entity (such as 'shop items'). Changing several parts of one rule entity (like The Constitution itself) counts as one proposal, but changing several rule entities does not, even if they are of the same class. You may only make 1 proposal on your turn."
-> Change step (3) of the procedure for ending the game to "All non-rule rule entities are deleted."

MESSAGE 561195700575141888
FROM Gurktwerk IN #proposals-ä2 ON 2019-03-29 AT 14:31:21.529:
Proposal 51: Amend § 2 of The Constitution, On Proposals and Turn Order, by adding the following between the first and second paragraphs:

In conjunction with any proposal, a player may put forward any number of supplementary proposals. If the main proposal is accepted, the supplementary proposal is too; If the main proposal is rejected, so too is the supplementary proposal. Supplementary proposals are identified with letters in alphabetical order. A supplementary proposal can change any rule except The Constitution and the rule addressed by the main proposal, but may only change parts of rules that are directly linked to the matters addressed by the main proposal. If a supplementary proposal attempts to change something that is irrelevant to the issues addressed by the main proposal, the supplementary proposal in question is removed from the proposal.

MESSAGE 561205383826374678
FROM Avery Lychee IN #proposals-ä2 ON 2019-03-29 AT 15:09:50.196:
(I'm foregoing my proposal to request a loan of 10 coins from the bank)

MESSAGE 561663974232293394
FROM EulersApprentice IN #proposals-ä2 ON 2019-03-30 AT 21:32:06.669:
(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% of votes to pass)

Proposal 52: Hard-Coded into the Constitution

Add 10 § to the end of the Constitution which says:

Proposals have ID numbers. Whenever a player submits a proposal to <#518832996057481226>, they shall label it with its ID number. Each proposal's ID number is the last proposal's ID number plus one. The first proposal of each game has proposal number 1, regardless of the previous proposal's ID number.

Each rule may have a title in addition to its number. If the proposal creating a rule specifies a title for the new rule, then that becomes the rule's title upon the proposal's adoption. A proposal to amend a rule may specify a new title for the rule; that title becomes the rule's title of the proposal takes effect. If a rule ever lacks a title, any Github collaborator may give it a title.

For the sake of clarity, the constitution's title is "The Constitution". All proposals that affect The Constitution must include the following note at the top: (This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% for votes to pass)

MESSAGE 561960993148633111
FROM CodeTriangle IN #proposals-ä2 ON 2019-03-31 AT 17:12:21.497:
(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% of votes to pass)

Proposal 53: Round 2

Amend the constitution so that Sections 1-9 read as described in the file attached.

This message has attachments:
[Attachment 1]

MESSAGE 562237891535700020
FROM rosewinsall IN #proposals-ä2 ON 2019-04-01 AT 11:32:39.217:
I'll take out a loan of 60 coins

MESSAGE 562687086201929780
FROM Gurktwerk IN #proposals-ä2 ON 2019-04-02 AT 17:17:35.571:
(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% of votes to pass).

Proposal 54: Restructuring of the Contents of § 10 of the Constitution

Move the first paragraph of § 10 to after the first paragraph of § 2.

Move the last two paragraphs of § 10 to after the third paragraph of § 3.

MESSAGE 564164415327305760
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-06 AT 19:07:58.282:
Round 2 Proposal 1 (2-1): Resources

There exist six types of resources in the game: Ore, Fuel, Carbon, Food, Science, and Trade Goods. By default, each player starts off with no resources. Rules may define ways to obtain, spend, and/or lose resources. A player may not spend more resources than they have, and unless another rule specifies otherwise, a player may not possess more than 2 of each resource at one time. 

Each player's resources shall be tracked in a GitHub document named "Cargo-Hold".

Whenever a player's proposal passes, that player receives one Trade Good.

----

*NOTE: This rule shall not be construed to mean it gives a Trade Good in response to this rule itself passing, or in response to any rule passed at the same time as it. This part of the rule need not be copied to the Rules document.*

MESSAGE 564281034191929365
FROM AMAJ IN #proposals-ä2 ON 2019-04-07 AT 02:51:22.386:
Proposal 2 - Ships 

Each player that joins the game is given a ship.  All ships have the following statistics (also referred to as the ship's "C-DSP"):
Class (C)
Durability (D)
Speed (S)
Power (P)

By default, the ship given to each player is a "Model-One" class ship, that has 1D 1S and 1P as the default statistics. 

All rules that define a new Ship class must also define that Ship class' default DSP. The status of each player's Ship shall be tracked in a Github document called 'Ships'.

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.

MESSAGE 564618830203191308
FROM Avery Lychee IN #proposals-ä2 ON 2019-04-08 AT 01:13:39.231:
Proposal 3 - Ships Amendment
If Proposal 2 - Ships has passed, then amend the rule it created, to read as below. Otherwise, create a new rule (with the name Ships) that reads as below:

"Every active player has a ship.  All ships have the following statistics (also referred to as the ship's "C-DSP"):
Class (C)
Durability (D)
Speed (S)
Power (P)

If a player has no ship and has never had a ship before, they are given a "Model-One" class ship that has 1D 1S and 1P as the default statistics.

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.

All rules that define a new Ship class must also define that Ship class' default DSP. The status of each player's Ship shall be tracked in a Github document called 'Ships'."

MESSAGE 564857301547352065
FROM The Stinja IN #proposals-ä2 ON 2019-04-08 AT 17:01:15.23:
Proposal 4 - Trading

1 resource costs 1 Trade Good.

Players can request to trade with other players by pinging them in #trading-centre (a trading specific text channel). Both players must agree to the trade before going through with it and a Moderator or Archivist must also be pinged to update the Cargo-Hold.

MESSAGE 565190413733068801
FROM HeuryAlone IN #proposals-ä2 ON 2019-04-09 AT 15:04:55.364:
Proposal 5 - Stealing 

Players can attempt to steal one chosen resource or trade good by pinging that player and a Moderator in #trading-centre with the words "steal **chosenresource** from **@playername**". There is a 75% chance of success and 25% chance of a failure. In the case of a success, you receive one of that resource and that player loses one of that resource. In the case of failure, you lose 6 resources chosen randomly and that player gaons those resources. You may only use this action once every 24 hours.

MESSAGE 565208266645438466
FROM CodeTriangle IN #proposals-ä2 ON 2019-04-09 AT 16:15:51.83:
*(This is a constitutional proposal, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% for votes to pass)*

__**Proposal 6: Correcting Constituional Deficiencies**__
**Amend the second paragraph of §2 of the Constitution to read:**

Whenever a player submits a proposal to <#518832996057481226>, they shall label it with its ID number. Each proposal's ID number is the last proposal's ID number plus one, except for the first proposal of each round, which has the ID number 1, regardless of the previous proposal's ID number.

**Delete the fourth and fifth paragraphs of §3 of the Constitution.**

**Insert the following paragraph at the end of §2:**

Rule change proposals can also specify titles for rules they create and amend. Upon such a proposal being passed, all rule names specified therein are set as described. If a rule ever lacks a title, any Archivist may give it a title at any time.

**Insert the following paragraph at the end of §1:**

All proposals that affect The Constitution must include the following note at the top: "(This is a constitutional proposal, and as such requires at least 75% for votes to pass)"

MESSAGE 565252552162148355
FROM Zephnik IN #proposals-ä2 ON 2019-04-09 AT 19:11:50.32:
Proposal 7: 
Amend rule 2 (Ships) to read the following (bold text is what has been changed): 

Every active player has a ship. All ships have the following statistics (also referred to as the ship's "C-DSP"): Class (C) Durability (D) Speed (S) Power (P). 
**Ships also have titles, but titles do not count as statistics. However, Ship titles are still noted next to a Ship's statistics, along with the name of that Ship's owner. A Ship's default title is the name of its class. 
A player may request to change a Ship's title by saying so explicitly in a channel and mentioning the Ship's new title (an <@&553684074338713600> ping must also be included in the request). 
The request to change a Ship's title is not valid if the Ship is not your own or if another Ship already has said title.** 

If a player has no ship and has never had a ship before, they are given a "Model-One" class ship that has 1D 1S and 1P as the default statistics.

If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.

All rules that define a new Ship class must also define that Ship class' default DSP. The status of each player's Ship shall be tracked in a Github document called 'Ships'.

MESSAGE 565589392039739413
FROM rosewinsall IN #proposals-ä2 ON 2019-04-10 AT 17:30:19.205:
Proposal 8: Amendment to Rule 3: (Trading): 
Players can request to trade with other players by pinging them in #trading-centre (a trading specific text channel). A trade can only be an exchange of 1 Trade Good for 1 of any other resource, and both players must agree to the trade. Once a trade has been agreed to, a Moderator or Archivist must also be pinged to update the Cargo-Hold.

MESSAGE 565957615998468096
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-04-11 AT 17:53:30.638:
Rule Change Proposal 9: Dice rolls as Standardized Variability

Should the need for variability arise, a player, rule, or any other game effect can call for a "dice roll" to determine the outcome using Beldum-Bot#8256's //rng command.

Three variables must be provided for a diceroll:
X (Goal number)
Y (Minimum  number)
Z (Maximum number)

The command for a dice roll is //rng Y,Z where Y and Z are replaced with the variables mentioned above.  The value of the result can be changed by any rule or game effect that specifically says it changes the value of the result. 

If the value of X is the letter "N",  the value of the result is the final value of the dice roll.  If the value of X is a number, and the value of the result meets or exceeds it, the dice roll is a "Pass", otherwise it is considered to be a "Fail".

Rules may also specify other results outside of, or in addition to, "Pass" and "Fail", or include clauses that override specific results.

MESSAGE 565958703480832041
FROM Gurktwerk IN #proposals-ä2 ON 2019-04-11 AT 17:57:49.914:
Proposal 10: Ship upgrades

A player can buy upgrades for their ship when and only when a player and their ship is docked at a space station. The names, costs (in resources) and effects of all available upgrades are specified in this rule in the form of a list. The adding or removal of upgrades are done by amending this rule. All upgrades have the effect described in this rule at the moment.

Upgrade 1: 
Name: Extra Cargo Space.  Cost: 2 Ore and 1 Carbon. Effect: A ship with Extra Cargo Space may carry one extra resource of each type at any given time.

MESSAGE 566348627795116032
FROM JonS IN #proposals-ä2 ON 2019-04-12 AT 19:47:15.115:
Proposal 11: Rulings

Create a new rule:

Rulings

When there is a question as to the interpretation of the rules, any player may request a ruling by pinging a <@&518868460537774082> in a channel and describing what they would like clarification on. Any <@&518868460537774082> may issue the requested ruling before the end of the next full Legislative Day by posting it in the appropriate section of the the rules documentation. If no <@&518868460537774082> issues a ruling by this time, the player requesting the ruling may do so by posting it in a channel and pinging an <@&553684074338713600> to perform the update.

Although they are posted in the rules documentation, rulings are not considered rules and may only be used to clarify rules that already exist. Once issued, however, rulings are considered legal precedent and must be adhered to with the same weight as the rule or rules they are clarifying.

MESSAGE 566450090747887617
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-13 AT 02:30:25.768:
Proposal 12:  Deckbuilding

Create a new rule:

Deckbuilding

Define a new entity called a "Card Class”, and also define objects called “Cards” and “Piles”. Card Classes have two properties: A name; and an associated event (called an Effect). Cards are instantiations of Card Classes; rules may create, destroy, move, or otherwise interact with cards as desired. Each Card is associated with exactly one Card Class. If a Card Class is repealed, all Cards associated with it cease to exist. A Pile is a collection of cards. A Card at any given moment must be in exactly one Pile; if at any time it is associated with no Pile, for example because the Pile it was part of was removed, the Card ceases to exist. (Cards may be moved from one Pile to another without ceasing to exist.) Players are entitled to know the contents of all Piles.

There exists a Pile called the Deck, and another called the Discard. The cards in each collection shall be tracked in a Github document called "Deck". Both of these Piles start off empty. When a Card is created, it starts off in the Discard unless specified otherwise.

Rules may define ways to Activate cards and to Draw cards. Effects that Activate cards must specify a “Subject” player. If a Card is Activated, the procedure detailed in its Effect is obeyed.

When a rule states to Draw a card from a Pile, a random Card is selected from the Pile by generating a random number X from 1 to N, where N is the number of Cards in the Pile, and then selecting the Xth card from the top of the list. That rule can then activate it, move it, etc. as outlined in the rule description.

MESSAGE 566450103515349012
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-13 AT 02:30:28.812:
.
A player “Encountering a card” shall be shorthand for the following procedure:
* If no Cards are in the Deck or the Discard, end this procedure; nothing happens.
* If no Cards are in the Deck but at least one Card is in the Discard, move all cards from the Discard to the Deck.
* Draw a Card from the Deck, Activate it, and then move it to the Discard. The player who is Encountering shall be designated as the Subject of the Card’s Activation.

Current players may voluntarily Encounter a Card once each time they are given the Current role.

MESSAGE 567369889346617391
FROM Avery Lychee IN #proposals-ä2 ON 2019-04-15 AT 15:25:22.843:
**Proposal 13: Card Class Creation**

Create a new rule:

Card Class Creation Proposals

In addition to the kinds of proposals defined in the constitution, a player may also propose to "Create a new Card Class". 
The proposal must specify the details of a Card Class required by the rule "Deckbuilding". (At the time of this rule's creation, a Card Class must have a name and an Effect, and thus a Card Class creation proposal must specify these things.)

If the Card Class Creation Proposal is accepted, then the card class is created, and then (unless the proposal says otherwise) one new Card of that Card Class is created and added to the Discard pile.

A Card Class Creation proposal may specify that (upon its acceptance) it creates a different number of Cards, and/or that the Card(s) that it creates go into a pile other than the discard pile.

MESSAGE 568178410757554208
FROM JonS IN #proposals-ä2 ON 2019-04-17 AT 20:58:09.369:
Proposal 14: Amend Rule 1 to

There exist six types of resources in the game: Ore, Fuel, Carbon, Food, Science, and Trade Goods. By default, each player starts off with no resources. Rules may define ways to obtain, spend, and/or lose resources. A player may not spend more resources than they have, and unless another rule specifies otherwise, a player may not possess more than 2 of each resource at one time. 

Each player's resources shall be tracked in a GitHub document named "Cargo-Hold".

**Whenever a vote is called on a player's proposal, that player receives one Fuel. If the proposal passes, they also receive one Trade Good.**

MESSAGE 568240823704092683
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-04-18 AT 01:06:09.775:
Rule Change Proposal 15:  The Map

Establish the following:

A Github file labeled "The-Map" is created, with a coordinate system that has both an X and Y axis.  The-Map is considered a direct extension of this rule, and as such can be amended at the same time as this rule. Each coordinate pair contains one Feature slot, which is empty by default, but can be filled by a Feature as defined by this or other rules. Each Feature must include a name, and may include additional effects. Coordinate pairs are referred to with the following format:

Coord (X,Y)

A discord channel labeled "#space" is created. The only allowed messages in #space are messages that are specifically required to be sent in #space. 

 All active players' ships have a location, which can be any coordinate pair that exists. Ships can change their location by moving along the X or Y axes. Each players ship location is stored in "The-Map" under a table titled "Ship Location". Once a day, each player is able to move up to a number of values equal to their speed, split between either axis however they wish. They can make these movements by posting their initial and final coordinate pairs in the channel #space in this format:

Moving  Ship from (X,Y) to (X,Y)
 
 Positive and negative value movement are identical, and a player cannot gain additional movement by moving positively on one axis, but negatively on another. 

 If at any point an active player's ship does not have a location, it is automatically given a location of Coord (1,1) 
 
The following coordinate pairs exist: 
 
  Coord (1,1) , Coord (2,1), Coord (3,1)
  Coord (1,2) , Coord (2,2), Coord (3,2)
  Coord (1,3) , Coord (2,3), Coord (3,3)


  Coord (1,1) has the following "Feature":

  Space Station: 
  Any ship that shares a location with this Space Station is considered Docked. Each day any ships that are Docked at the Space Station may gain 1 Fuel by posting the message "Refueling my ship" in #space.

MESSAGE 568788725300199424
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-19 AT 13:23:19.695:
(This is an Executive Proposal that effects more than 1 distinct change, and as such goes directly to chamber voting tomorrow. This proposal requires at least 75% for votes to pass.)

Proposal 16: Let's Make a Game!

Create the following three Card Classes:

Name: ***Lesser Mining Planet***
Effect: Add one Ore to the Subject's Cargo Hold.

Name: ***Trade Outpost***
Effect: Within the next hour after Encountering this card, the Subject may choose to spend 1 Trade Good to add 1 resource of their choice to their Cargo Hold.

Name:  ***Thug Ship***
Effect: If the Subject's Ship has 2 or more Power, they receive two Carbon, and the Subject is considered to have "defeated" this encounter for the purpose of other rules and effects. If the Subject's Ship does not have enough Power, they lose 1 Fuel to escape; if they have no Fuel, their Ship permanently receives -1 Durability.

----

Amend Rule 2 (Ships), changing the third paragraph to read the following:

*If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P. This rule designates all players whose Ship has ever been destroyed as losing the game.* ***Any Ship that has less than zero Durability is immediately destroyed.***

MESSAGE 568788730475970560
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-19 AT 13:23:20.929:
----

Amend Rule 5 (Ship upgrades) to add the following text to the end:

*Upgrade 2: Name: Even More Cargo Space. Cost: 3 ore, 2 carbon, 2 science. Effect: This upgrade can only be purchased if your Ship already has Extra Cargo Space. A ship with Even More Cargo Space may carry one additional extra resource of each type at any given time.

Upgrade 3: Holodeck Luxury Suite. Cost: 2 ore, 2 food, 2 carbon, 2 science. Effect: none.

Upgrade 4: Synthetic Fiber Captain's Chair. Cost: 3 fuel, 3 carbon, 3 trade goods, 3 science. Effect: This upgrade can only be purchased if your Ship already has Holodeck Luxury Suite.

Upgrade 5: Gold Plated Hull. Cost: 4 food, 4 fuel, 4 trade goods, 4 ore, 4 science. Effect: This upgrade can only be purchased if your Ship already has Synthetic Fiber Captain's Chair, and only if no other Ship has Gold Plated Hull. This rule designates the Player whose Ship has Gold Plated Hull as winning the game.*

MESSAGE 568811861282390026
FROM Avery Lychee IN #proposals-ä2 ON 2019-04-19 AT 14:55:15.743:
Proposal 17: piracy

Create a new rule 'Piracy':

If a player's ship is in the same location as another player's ship, then either player may choose to spend one Carbon to attempt to steal the other's cargo.

A player making said attempt (the pirate) must indicate clearly which player (the victim) they are stealing from. The victim of the attempt can choose to either surrender, and give 2 resources from their cargo hold to the pirate, or to fight back.

If the victim chooses to fight back, then both players generate a random number between 0 and their ship's power.

If the victim's number is higher, then the pirate's ship loses 1 durability.
If the pirate's number is higher, then the victim must give 1 resource from their cargo hold to the pirate, and the victim's ship loses 1 durability.
If the numbers are equal, then nothing happens.

If a victim does not respond within 24 hours of a pirate declaring their intent to steal, then the victim automatically surrenders.

Players may not commit piracy while docked at the space station.

MESSAGE 569922413396099092
FROM Gurktwerk IN #proposals-ä2 ON 2019-04-22 AT 16:28:12:
Proposal 18: Introduction of Vouchers

Amend the Constitution in the following way:

Remove the scentence "On each of their turns, players can submit one main proposal" from the first paragraph of 2 §.

Amend the second paragraph of 3 § of the Constitution so it reads as follows:

During any Legislative Day, a player who has at least 1 proposal voucher can make a proposal by posting in <#518832996057481226>. A player can only make one proposal per day, and doing so costs one proposal voucher. The number of proposal vouchers owned by each player are tracked in the GitHub channel "Cargo-Hold". On every Thursday when the game is updated, every active player gains three proposal vouchers. No player may ever have more than 5 proposal vouchers simultaneously.

MESSAGE 571098176875003913
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-25 AT 22:20:15.858:
Proposal 19: To Explore Strange New Worlds

A player may move their Ship to a coordinate pair which does not exist if the coordinate pair consists of two integers AND the coordinate pair would be legal to move to if it existed. When this happens, the coordinate pair is added to existence; also, the player who moved to the new coordinate pair automatically Encounters a Card (this is not optional).

MESSAGE 571731488924762112
FROM CodeTriangle IN #proposals-ä2 ON 2019-04-27 AT 16:16:49.217:
**__Proposal 20: Reforming the CCCP__**

**Amend Rule 8 "Card Class Creation Proposals" to read:**

Card Class Change Proposals are defined as a proposal that creates, or deletes one Card Class or amends one or more attributes of one Card Class.

A Card Class Change Proposal that creates a Card Class must specify the details of a Card Class required by other rules. (At the time of this rule's creation, a Card Class must have a name and an Effect, and thus a Card Class creation proposal must specify these things.)

If the Card Class Change Proposal is accepted, then the Card Class it modifies is changed accordingly, and then one new Card of that Card Class is created and added to the Discard pile, unless a different number is specified, in which case that many cards are created instead.

**Amend Rule 7 "Deckbuilding by replacing the following quote:**

If a Card Class is repealed, all Cards associated with it cease to exist.

**with:**

If a Card Class is repealed, all Cards associated with it cease to exist. If a Card Class is amended, all Cards associated with it have their attributes changed accordingly.

MESSAGE 571732653942898688
FROM CodeTriangle IN #proposals-ä2 ON 2019-04-27 AT 16:21:26.979:
**__Proposal 21: Aladdin Deck Enhancer__**

Upon creation of this rule, five cards of each existing card class are created and added to the draw pile along with all cards in the discard pile. Then this rule is repealed.

MESSAGE 571734303638159384
FROM CodeTriangle IN #proposals-ä2 ON 2019-04-27 AT 16:28:00.297:
**__Proposal 22: <@&519169340218540066>ly, encountering cards doesn't work__**

**Amend Rule 7 "Deckbuilding by replacing the following quote:**

Current players may voluntarily Encounter a Card once each time they are given the Current role.

**with:**

For each proposal a player submits, they may Encounter a card exactly once within 24 hours of it's submission.

MESSAGE 572092013659553822
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-04-28 AT 16:09:25.012:
Per:"any <@&518868460537774082> may issue the requested ruling before the end of the next full Legislative Day by posting it in the appropriate section of the the rules documentation." I am issuing the ruling in both <#518832996057481226> and <#564509919844499516> , treating them as the appropriate section of the rules documentation itself as the issue was human error rather than an issue in the wording of the rule.

Proposals 21 and 22 are illegal on the grounds that they were made as the second and third proposals of one player in one legislative day.

MESSAGE 572111787709693953
FROM CodeTriangle IN #proposals-ä2 ON 2019-04-28 AT 17:27:59.513:
**__Proposal 21 Redux: Aladdin Deck Enhancer__**

Upon creation of this rule, five cards of each existing card class are created and added to the draw pile along with all cards in the discard pile. Then this rule is repealed.

MESSAGE 572526230197370883
FROM rosewinsall IN #proposals-ä2 ON 2019-04-29 AT 20:54:50.302:
Proposal 22: Cargo Hold Upgrade: 

This is a Card Class titled Cargo Hold Upgrade. 

Cargo Hold Upgrade gives the player that encounters it room for 1 more trade good in their cargo hold.

MESSAGE 572682561361412106
FROM Avery Lychee IN #proposals-ä2 ON 2019-04-30 AT 07:16:02.556:
Proposal 23: Amending To Explore Strange New Worlds

Amend rule 11 to read:

A player may move their Ship to a coordinate pair which does not exist in the map if the coordinate pair consists of two integers AND the coordinate pair would be legal to move to if it did exist. When this happens, the player who moved to the new coordinate pair must Encounter a Card.

MESSAGE 572738879254167552
FROM EulersApprentice IN #proposals-ä2 ON 2019-04-30 AT 10:59:49.788:
Proposal 24: New Card Class

Create the following Card Class.

Name: Primordial Planet
Effect: Within the next hour after Encountering this card, the Subject may name a Card Class. If they do, one Card of that Card Class is created and added to the Discard Pile.

MESSAGE 573590235636695049
FROM Klink'o'Lantern IN #proposals-ä2 ON 2019-05-02 AT 19:22:48.967:
Rule change proposal 25: Amend Rule 7: Deckbuilding

Change amend line: "Current players may voluntarily Encounter a Card once each time they are given the Current role."

To the following: "Players may voluntarily Encounter a Card once each time they spend or lose a proposal voucher."

MESSAGE 573889341529653248
FROM EulersApprentice IN #proposals-ä2 ON 2019-05-03 AT 15:11:21.369:
Rule change proposal 26: Amend Rule 2: Ships

Change paragraph 3 in the following way: "If a rule states a players Ship is destroyed, the player is immediately issued a new "Junker" class Ship with default characteristics 0D 0S 0P, **and their current coordinate is changed to (1,1).** This rule designates all players whose Ship has ever been destroyed as losing the game. Any Ship that has less than zero Durability is immediately destroyed."

MESSAGE 575413519487598603
FROM rosewinsall IN #proposals-ä2 ON 2019-05-07 AT 20:07:53.712:
New Rule proposal 27: Once every Thursday each player generates an ore of their choice.

MESSAGE 828676462554775593
FROM Zephnik IN #proposals-ä2 ON 2021-04-05 AT 17:04:24.737:
<no content>

